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DRIVER A 

Greets colleagues with a firm 
self-confident handshake. 

Dated cheerleaders in high school 
Has lipstick on underwear. 
Smokes after sex. 
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While this issue of Gamers’ Republic is on sale throughout this 
great country of ours, the year 2000 will have quietly melted away. 
And besides the fact that we can’t seem to elect a president, nothing 
happened! The seas didn’t boil, the sky didn’t fall. Heck, my computer 
never even crashed. The Y2K bug must’ve got liqueured up last New 
Year’s Eve and died in some lonely crack. 

The video-game industry, however, was on fire, and projections for 
the years ahead are staggering. But with this newfound commerce, an 
old blight has come flying out of the closet and it’s one of the most 
dangerous—poorly conceived, rushed games based on blockbuster 
movies. The reason these are so potentially dangerous is because 
they are the most likely candidates to be picked up when mom or dad 
buys a new system, since the games are based on quality content 
parents are familiar with. If someone’s first impression of the 
Dreamcast is Grinch or 102 Dalmations...Houston, we have a serious 
problem. I can remember when Disney games were chiseled to 
perfection, full of groundbreaking animation, stunning locales and 
simple yet intriguing gameplay. Aladdin, Jungle Book, Quackshot, 
Lion King, and Castle of Illusion-to name but a few for the Sega 
Genesis-were all superb. But the state of The Grinch and 102 
Dalmations for Dreamcast most recently have me at a loss for words. 
With names like Universal (Crash Bandicoot), Konami (Metal Gear 
Solid), Eidos (Tomb Raider), and Crystal Dynamics (Legacy of Kain) 
attached, how can these games be so poor and, moreover, how did 
they get green-lighted? I’m surprised they got by Sega-very 
surprised. Why do I care enough to risk getting companies I respect 
angry at me? Because this industry is a big part of my life and 
I yours and it’s my job to care. These games should be our best, 

I not embarrassments. 

On the other end of the spectrum, Max Steel (Treyarch), 
based on a Kids WB TV show, is awesome, and Sony’s The 
Emperor’s New Groove (Argonaut) for the PlayStation is a great 
game, so 2000 hasn’t been a total cinematic loss. I just think 
that all of these games, given that they have such huge 
potential, deserve attention and budgets on par with their big- 
screen counterparts. Maybe the producers or stars should have 
a say, if that’ll make the difference. Adam Sandler executive 
produced his Little Nicky game, and it rocked. How sad is it, by 
the way, that Fox canned the Titan A.E. game, just because the 
film didn’t perform at the box office, which I’m sure was due to 
either poor marketing or just bad timing. The movie is a labor of 
love and a work of art. If the game was good, I’m sure that 
gamers’ would have come out for it. Oh well. 

Enjoy the issue; it’s packed with cool stuff. And have a safe 
and happy New Year. We’ll see you back here next month with 
our second 2001 edition: a very special issue of GR is coming 
your way! 
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A classic battle of eat 
or be eaten. 

Torneko is hungry. But so are the monsters. With character and monster design by Akira Toriyama. Torneko.The Last Hope 
is an addictive RPG-style adventure with a twist! You’ll sweat bullets trying to survive the Dragon Warrior monsters coming 
at you in an ever-changing labyrinth of dungeons. But if you get Torneko his food, you just might make it out alive! 
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©2000 Chun Soft.Armor Project/Bird Studio/Koichi Sugiyama • Enix. Torneko: The Last Hope is 
a trademark and Dragon Warrior and ENIX are registered trademarks of ENIX Corporation. 
PlayStation and the PlayStation logos aie registered trademarks of Sony Computet Entertainment 
Inc. The ratings icon is a trademark ol Interactive Digital Software Association. All Rights Reserved. 
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Great! 


Poor Captain Jack. Thanks to Sega Marine Fishing, folks aren’t lining 
up to pay top dollar to not catch fish on his tourist troller. 

Nope, seems all the smart fishermen are out on the Sega Sea matching 
wits with Sailfish, Tarpon, Blue Marlin, Tuna and Mako Shark. 

Any wonder things are a little slow down at the docks? 


Dreamcast 


Sega is registered in the U S. Patent and Trademark Office. Sega, Dreamcast. the Oroaincast logo, and Sega Marine Fishing are either registered trademarks or trademarks of SEGA Enterprises, Lld./WOW 
Entertainment, Inc. or Sega of America Dreamcast, Inc. © SEGA ENTERPRISES, ITD./WOW Entertainment. Inc. and Sega of America Dreamcast, Inc., 2000. All Rights Reserved, wwwsegaf.com 
























































Any time a new Treasure game comes around, it’s cause for 
celebration. But this time it was even more special. The best thing 
to happen to action gaming since the last Treasure game just so 
happens to breathe new life into the beloved Nintendo 64. We 
knew we were doing a cover story when we saw the box. / 
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Rare’s bear and bird are back in one of the most 
spectacular-looking games ever for the Nintendo 64. If you 
like your action games with extra puzzle solving and crazy 
amounts of exploration, you will be in heaven. But if you’re 
looking for some hardcore Rare platforming action 
though...you’ll love it anyway. It’s a Rare game. 


They’ve done it again. As they did with 8- and then 16-bit (so 
they took 32-bit off), Sega has crafted an RPG that has 
legendary written all over it. Set aside a good 50-60 hours 
and join Vyse and Aika for a trip through the beautiful skies 
and amazing lands of Arcadia. 



























































SEGA BROADENS HORIZONS: PLANS WORLD DOMINATION 


On November 16, Sega 
held a press conference in 
Tokyo to formally 
announce the company’s 
shift in focus away from 
hardware and toward 
becoming the biggest soft¬ 
ware company in the world 
through network entertain¬ 
ment and software across 
multiple platforms. Most 
significant, but not unex¬ 
pected, was SOJ President 

First me fix the ballots in Florida, Hideki Sat0 ’ s announce ‘ 
creating a diversion. Next I’ve called ment that Se § a wil1 P rovide 
for three air strikes. Beyond that, I content t0 a number of set 

see blue blue skies. t0 P boxes and consumer 

entertainment devices. 

Specific hardware manufac¬ 
turers weren’t mentioned, but they will most likely include Xbox, 
Gamecube and/or PlayStation 2. Sega is also going to provide con¬ 
tent to existing platforms such as PCs, mobile phones and handheld 
PDAs, and Sega will maintain an online network with content for 
wireless devices and next-generation broadband products. Consider¬ 
ing that Sega has already teamed with Motorola to work on cellular 
phone gaming, and that Sega is at work on a version of Puyo Puyo for 


Bllli/A 


Sharp’s popular Zaurus PDA, these announcements only seem like a 
natural extension. Sato also mentioned that they are working to 
make Dreamcast games compatible with PCs through a DC card and 
an accompanying driver that lets CD drives read GD ROMS. 

In addition, Sato announced the company has started a program of 
semi-independence of the Software R&D Division and AM Facility 
Operation Business, which will improve cost management and cre¬ 
ative development. Sato said the company has undertaken several 
restructuring measures, including selling off unused inventory, clos¬ 
ing unprofitable amusement facilities, optimizing distribution sys¬ 
tems, and integrating overseas subsidiaries, to improve profits. 
Finally, Sega has implemented changes to its management structure 
and will announce new outside advisors (such asTetsu Kayama from 
Marigul Management, who realized the Game Boy version of Sakura 
Wars) who will sit on its board. After Sega of Japan’s announcement, 
we had a chance to talk with SOA President Peter Moore, and we 
asked about Sega’s new strategy. “I’ve just heard about it [multi¬ 
platform strategy] only a couple of hours ago,” said Moore. “SOA’s 
strategy might differ. I don’t know?!” 


EVIL NEVER DIES 


The horror isn’t going to end any time soon if Capcom has 
anything to say about it. In November, Capcom announced that 
they will be bringing out an enhanced version of one of the best 
Dreamcast games ever: Resident Evil Code: Veronica. Coming to 
DC and PlayStation 2, the new version will be called Resident 
Evil Code: Veronica Complete Edition, 
and we can’t wait to see how Cap¬ 
com makes use of the added PS2 
power. Hopefully Capcom has 
learned its lesson from Resi¬ 
dent Evil: Director’s Cut and 
will remember to put the 
extra goodies in this time, 
but they haven’t even 
hinted at what exactly 
will make the game 
Complete. A full first- 
person mode would 
be a nice addition to the 
spine-chilling adventure 
though, wouldn’t it? Resident 
Evil Code: Veronica Complete 
Edition is scheduled for 
release in Japan in early 2001, 
and while a U.S. release hasn’t 
been announced yet, we 
fully expect an official 
confirmation in the 
coming weeks. 


A NEW BREED OF CINEMA 

Thirty-one stories above the endless glistening blue of the Pacific 
Ocean, the view in Square Pictures’ Honolulu studio became even 
more extraordinary as black curtains crawled down the windows, a 
large video screen unfolded in the front of the room, and the first 
teaser trailer for Final Fantasy: The Spirit Within cut through the dark¬ 
ness. This was the first time the press were given the chance to view 
the short rapid-fire footage, and after a moment of silence, about the 
only thing we could say was, “Please, one more time!” Square was 

kind enough to oblige, but had 
we gotten our way, another ten 
viewings would have been in 
order. Enthusiasm boiling over, 
the only sensible thing to do was 
catch the trailer again on film 
before Arnold Schwarzenegger’s 
The Sixth Day. It will also be run¬ 
ning before The Grinch and Verti¬ 
cal Limit, and you can watch it on 
the web at www.finalfantasythe- 
movie.com. See for yourself the 
result of the next level of CG film- 
making. And then check out next 
month’s Gamers’ Republic for a 
look into the making of the 
movie. 

www.gamersrepublic.com 










































Mr. Takahiro is 
personally 
accountable for 
programmffi^^^ 
code. If ymland 
your friends aren’t 
completely 
freaked out with 
fun, then he will 
be fired. This will 
dishonor his 
family, which he 
can restore only 
by taking his own 
life with a sword. 
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SMASH PACK ■ GIMME! ! THE BIGGER THEY ARE... 


The best games never die; they just get better with age. And Sega 
knows it. Sega announced they will release a new Dreamcast bundle 
this January that includes 10 all-time classic games from the Sega Gen¬ 
esis, plus the puzzle game Sega Swirl and Virtua Cop 2 (which was pre¬ 
viously available for DC only in Japan) for a total of 12 games. Called the 
“Smash Pack,” and priced at $179.99, the bundle cuts across all genres 

and includes the following games: 
the original Sonic the Hedgehog; 
the classic medieval hack ’n’ slash 
co-op game Golden Axe, Altered 
Beast, where you play a shape- 
shifter resurrected by Zeus to save 
his daughter; Vectorman, a pre¬ 
rendered action shooter; 
Columns, Sega’s answer to Tetris; 
Revenge of Shinobi, the brilliant 
ninja action game with an awe¬ 
some soundtrack; Phantasy Star 
II, considered by many to be the 
best in the series; Shining Force, 
the hit strategy-RPG; Wrestle War, 
which was never released before 
on console in the U.S.; and one of 
the best beat-’em-up titles ever, 
Streets of Rage 2. Hopefully this 
means more classic games will be 
available to Dreamcast users in 
the future, perhaps for download 
over the Internet. In fact, Sonic 
Team has revealed that a Sonic 
collection will be released on DC 
in 2001 to commemorate Sonic’s 
10-year anniversary, though the 
titles on the collection haven’t 
been announced. 


0 3D0 @ FAQ 


Showing off a slew of products slated for 
2001, 3DO transformed the FAO Schwartz 
toy store in downtown San Francisco into 
a video game wonderland. The three- 
floor establishment held a dozen 
games from 3DO, complete with 
designers and producers to explain 
the vision of each title. All of the 
established franchises like Army 
Men, Sammy Sosa, and Might 
and Magic were all running on 
PS2 hardware. New franchises 
were also uncovered: the WDL 
(World Destruction League) will 
continue to encapsulate the Bat- 
tleTanx games and will be joined by 
Warjetz, among others. Another new 
franchise is Portal Runner and to help 
induce excitement, 1999 Playboy Play¬ 
mate of the year, Miss Heather Kozar, was 
dolled up as lead character Vikki Grimm. 
The night ended with a mini-shopping 
spree where we snatched up some cool 
Christmas items compliments of 3DO. 


It’s no secret that Acclaim’s been in financial trouble for some 
time, having been nearly bumped from the NASDAQ, losing the Fer¬ 
rari license and being in repeated danger of bankruptcy. Now we 
know just how bad the situation is, as Acclaim revealed in its latest 
financial report that it lost $131.7 million in the 2000 fiscal year, 
which ended Aug. 31. Very ouch. Acclaim blames the losses on a 
transition to more advanced systems and also on its unprofitable 
print ventures. As a result, Acclaim will shut down its comic book 
division, but will continue to publish strategy guides. Nonetheless, 

^K<laim 

entertainment, inc. 

Acclaim still has quite a lineup planned for 2001 which it hopes will 
turn its fortunes around, including Dave Mirra Platinum Edition for 
PS, All-Star Baseball, NFL Quarterback Club, ShadowMan: The Sec¬ 
ond Coming, and a new Max Sports title for PS2. Forty-three games 
are planned in all in 2001, specifically 12 for PS2,12 for PSi, four PC 
titles, five Dreamcast titles, seven for the Game Boy Color, and three 
titles for Game Boy Advance. Our sources tell us that an enhanced 
Fur Fighters is one of the PS2 titles, which should make us all happy. 

WOGRAMES HAS BALLZ 

One of the most popular anime series in the U.S., Drag¬ 
on Ball Z, will be returning to consoles courtesy of Info- 
grames. Although details haven’t been announced, the 
games will spread across multiple platforms and pack all 
the fighting action and characters that viewers have come 
to know and love. Considering how scarce and sought-after 
the older DBZ games are, Infogrames has a veritable 
goldmine on its hands if the games are handled properly. 

MAKE MYMILLENNIUM " 

More than just the usual re-released software, Squaresoft’s latest 
Millennium Collection (we love that name) hit Japan late in Novem¬ 
ber. Truly collectible, these amazing boxed deluxe editions includ¬ 
ed Chrono Cross (with desk calendar and figurine), Parasite Eve II 
(with perfume bottle, plastic cover and photo card), and two versions 
of Xenogears (one with figures of Bart and Fei, the other with Elly and 
Chuchu). Will we ever see something like this in the U.S.? Working 
Designs take note. 
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H DARK FUTURE... 

An uncERTAin past. 
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Rn mTEnsE ACTion thriller comES to 
LIFE WITH EXCITinC RnimE STYLE 
CHARACTERS ARD STORYLinE. 


THE ARSEnAL OF WEAPORS IRCLUDES 
PISTOLS, ROCKET LAURCHERS, ERERCY 


REVOLUTIQRARY GAmEPLAY BLERD OF 


HARD TO HARD ARD WEAPORS COfTlBAT. ARD PROJECTILE WEAPORS. 



RELEASE DATE: JAHUARY 2001 
UJUJUI.RQCKSTARCAmESCOm/Qni 


□□ROCKSTAR 575BWYQD 


5BWYOQ 


□□ROCKSTAR 575BWYOC 


DD ROCKSTAR 575BWYQD 


mlwmiri nmvumv 


mwiwi"irt -Jzmi'uwm amiyjwivrt 


loWUlirflP'rt 


lOA 


cominG soon: the oni comic book FRom drrk horse comics 


BUNGi'E 


“PlayStation" and the “PS" Family logo are registered trademarks of Sony Computer 
Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software 
Association. Dark Horse Comics# and the Dark Horse logo are trademarks of Dark Horse 
Comics, Inc., registered in various categories and countries. All rights reserved. Gathering 
of Developers and the godgames logo are trademarks of Gathering of Developers Inc. 
Rockstar Games and the Rockstar Games logo aro trademarks of Take-Two Interactive 
Software, Inc. © 2000 All rights reserved. 





















frontlines news 



asrswan 


COLOR CODED FOR ACCURACY < 

III I I I I I I I I I I | 


mm 


CAPCOM GETS HEAVY 

Heavy Metal publisher Kevin Eastman spent some time recently in 
a Hotel in Nagoya Japan. So what was the publisher of Heavy Metal 
doing in Japan? Well, he was not alone. Kevin was travelling to Cap- 
corn with none other than the legendary Simon Bisley to discuss 
designing a fighting game! If ever there was a marriage made in 
heaven (or would it be hell in this case?) this is it. If this happens, 
expect to see big axes, lots of teets, and maybe 
just a wee bit of blood. Kevin Eastman creat¬ 
ed the Teenage Mutant Ninja Turtles, 
bought Heavy Metal Magazine , 
married julie Strain and most 
recently got the animated fea¬ 
ture Heavy Metal 2000 made, 
starring wife Julie and sci-fi vet¬ 
eran Micheal Ironside. So this 
guy is on a roll. Simon Bisley’s art has 
graced the covers of Lobo, Satanika, Doom 
Patrol, Malibu Comics Tarzan, Heavy 
Metal and many, many more. His fan¬ 
tasy style is unmistakable and 
unparalleled—except maybe for 
Frazetta in America. Together with 
Capcom—this is gonna be good! 


MANSON OUT-VRENNA IN 

Former drummer from Nine Inch Nails, Chris Vrenna, has been 
enlisted to score American McGee’s Alice for Electronic Arts. 
Using a wide collection of children’s play toys and instruments to 
create the eerie and ambient sounds, Chris is fashioning a video 
game score like no other. But Chris wasn’t the team’s first choice 
to provide music. Marilyn Manson was originally drafted, but ulti¬ 
mately erased from the project. 


HERE KDDI... WAIT, HUH? 

CEATEC Japan was held October 3-7, and KDDI, the second- 
largest telecommunication company in Japan, displayed a mock- 
up of a brand-new handheld gaming machine. Though KDDI billed 
it as a next-generation cell phone, the working name of the gad¬ 
get was High Performance Game Machine. The 10-centimeter¬ 
wide machine is equipped with an LCD screen that is revealed 
when you slide over the control cross and buttons, making the 
unit just a little bit bigger than the Neo Geo Pocket. There is also 
a CCD camera on the top that will let players see their opponent’s 
face while competing in network play. KDDI stated that this is a 
concept model mockup, so that the actual product may differ. 
KDDI also stated that the earliest time of release will be fall 2002. 
The reason for this lengthy wait is to establish a cellular system 
for downloading quality games. Currently in Japan, cell phone 
carrier NTT Docomo provides small games (sort of like VMU 
games), but their download speed is only 9.6KBPS, so that it is 
impossible to download advanced games on par with Game Boy. 
From year 2002, all cellular phone carriers will shift to next gen¬ 
eration cell phone systems such as W-CDMA (Europe and Japan) 
and CDMA2000 (America and Asia). These next cellular phones 
will have a maximum 2MBPS transfer rate so that quality games 
can be downloaded within a minute. However, KDDI has not 
decided whether all contents should be downloaded or if they’ll 
be packaged. Though many things are undecided about the High 
Performance Game Machine, many Japanese game companies 
have expressed interest in it. 
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CAN TALK TO MY PC, MY TV... WAFFLE IRON... 


Comdex, one of the 
nation’s largest computer 
shows, was held once again 
in the beautiful (yeah right) 
Las Vegas Convention Cen¬ 
ter this past November. 
Comdex had become more 
of a show for e-business 
rather than hardware retail- 

_ x x r ........ ers, but this year the focus 

Get out of my way. or I w,U k,U you. shjfted gggin gwgy frQm (hfi 

nonsense of everything “e” (sayonora investor capital) over to the 
wonderful world of wireless communications, the next technologi¬ 
cal wonder. 

There was a huge amount of product on display as various man¬ 
ufactures rolled out PDAs and more related accessories than you 
can shake a frequency at. Not only were the Palm and Handspring 
booths extremely crowded, but booths for PDA newcomers like 
Sony and Microsoft were also standing-room only, as show goers 
clamored for all manner of items that will inevitably connect the 
world’s machines, thusly bringing about the chain of events that 
will lead to the end of the world, Matrix style. Third-party expan¬ 
sion modules were out in force, too, such as the Visor phone—a 
module that makes Handspring’s Visor into a GSM cell phone. 
Great. Even more pedestrians on phones. 

PDA manufacturers have come up with all sorts of wireless solu¬ 
tions, so many in fact that consumers will ultimately be so con¬ 


fused they’ll all buy dial phones again. Seriously, can we nail down 
a standard here, people? One standard, which is expected to rev¬ 
olutionize wireless, is Bluetooth, a computing and telecommunica¬ 
tions solution for the masses. Bet the farm on these guys, kids; 
Ericsson and a host of others are. 

Bluetooth enables users to easily interconnect mobile phones, 
computers, home appliances and PDAs to each other using a short- 
range frequency of 2.45GHz. With this technology, users of cellular 
phones, PDAs, or portable audio devices will be able to quickly 
synchronize with a desktop or notebook computer, and send and 
receive faxes and music. In short, the technology enables us to link 
mobile and fixed computer devices seamlessly. In addition to 
data, up to three-voice channels are available in the Bluetooth 
specification. Each device has a unique 48-bit address based on 
IEEE802 standard (got that?), and the connection can be point-to 
point or multipoint with a maximum range of 33 feet. Data can be 
exchanged at a rate of iMbps. What makes Bluetooth desirable is 
that the frequency scheme allows devices to communicate even in 
areas with a great deal of electromagnetic interference. Nifty. Of 
course, as with all new 
technology expect all 
the bugs to be worked 
out and prices to come 
down over the next 2-5 
years. Enjoy humanity 
until then, people. 


The Memory Stick Duo 
is a unique product that 
comes with a micro¬ 
phone. camera and ear¬ 
phone. The body is flexi¬ 
ble so it can be worn 
around your arm. 


This Bluetooth mobile cell 
phone and headset is one of 
a kind. It can hook to a PC. 
you can listen to music, and 
also make and receive 
phone calls right before the 
car hits you. 


Toshiba’s was one of the most popular 
booths at this year’s Comdex. Not only 
were there appliances using Bluetooth 
and SD cards, but Toshiba also showed 
off their next-generation Lithium Ion 
batteries. 


Bluetooth remote con¬ 
troller with channel pre¬ 
view function. I rule! 

www.gamersrepublic.com 


A Bluetooth digital 
camera. After captur¬ 
ing images, it sends 
image data to the 
other appliances with 
single button action. 


Sony’s Aibo was welcomed by visi¬ 
tors who could never afford one. Scores 
of people flocked around the booth to 
get these artificial dogs to do a trick a 
two. 


pnanrii.inESi # 


The Sanyo cell phone 
was the best on display. 
By sliding the top up. an 
organic electrolumines¬ 
cent screen appears and 
you can engage in TV con¬ 
ferencing. Other functions 
include MP3 playback. 
GPS. and Bluetooth com¬ 
patibility. 


Conceptual SD card 
appliances. Top 
right—an SD card 
electronic book 
browser. It comes 
with two 14-inch 
high-res panels, 
and it can be used 
as a browser and PC 
display. 










































PlayStation®? 


The most beautiful pool 
halls in the world! 


9 modes of play, plus 3 
hidden pool games! 
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YOUR NUMBER ONE SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME STATISTICS 


* RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000 

1. MADDEN NFL 2001 fa 6. SUMMONED 

2. TEKKEN TAG TOUR. namco 7. READY2RUMBLE 2 

3. NASCAR 2001 ea 8. DEAD OR ALIVE 2 

4. SSX ea 9. TIMESPLITTERS 

5. NHL 2001 ea 10. DYNASTY WARRIOR 2 


MIDWAY 


TECMO 


El DOS 


*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000 

1. T. HAWK PRO SKATER 2 Activision 6. SPRYO: Y.O.D 

2. MADDEN NFL 2001 ea 7. GRAN TURISMO 2 

3. T HAWK PRO SKATER activision 8. DAVE MIRRA BMX 

4. NBA LIVE 2001 ea 9. DRIVER 

5. MEDAL OF HONOR UG ea 10. TEKKEN 3 


ACCLAIM 


GT INTERACTIVE 


NAMCO 


*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000 

1.SHENMUE sega 6. READY2RUMBLE2 

2. NBA 2K1 SEGA 7. JET GRIND RADIO 

3. T. HAWK PRO SKATER 2 activision 8. T. HAWK PRO SKATER 

4. NFL2K1 sega 9. QUAKE III 

5. CRAZY TAXI sega 10. SONIC ADVENTURE 


MIDWAY 


CRAVE 
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*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11 , 2000 


1. ZELDA MM 

NINTENDO 

6. MADDEN NFL 2001 

EA 

2. T.W.I.N.E. 

EA 

7. T. HAWK PRO SKATER 

ACTIVISION 

3. HEY YOU PIKACHU! 

NINTENDO 

8. SW EPISODE 1 RACER 

NINTENDO 

4. MARIO TENNIS 

NINTENDO 

9. SW ROGUE SQUADRON 

NINTENDO 

5. TARZAN 

ACTIVISION 

10. NFL BLITZ 2001 

MIDWAY 


*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11 , 2000 


r 

1. POKEMON SILVER 

NINTENDO 

6. WARIO LAND 3 

NINTENDO 


2. POKEMON GOLD 

NINTENDO 

7. POKEMON BLUE 

NINTENDO 


3. POKEMON YELLOW 

NINTENDO 

8. T.HAWK PRO SKATER 

ACTIVISION 


4. SUPER MARIO DLX. 

NINTENDO 

9. POKEMON PINBALL 

NINTENDO 


5. POKEMON RED 

NINTENDO 

10. FROGGER 2 

HASBRO 
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gamers' republic top tori games 

* BASED ON GAMES PLAYED THROUGH NOVEMBER 31, 2000 


nnifsG IncDlolos 
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*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000 


1 . SHENMUE-dc 

SEGA 

2. POKEMON SILVERS 

NINTENDO 

3. POKEMON G0LD-N64 

NINTENDO 

4. ZELDA MM-N64 

NINTENDO 

5. NBA 2K1-dc 

SEGA 


6. T.HAWK PRO SKATER 2-dc activision 

7. T.HAWK PRO SKATER 2-ps activision 

8. T.W.I.N.E.-N64 EA 

9. MADDEN NFL 2001 -PS2 ea 

10. MADDEN NFL 2001 -ps ea 


1. FINAL FANTASY IX ps 

2. WWFN0MFRCY n64 

3. UNREAL TOURNAMENT pc 

4. CAPCOM VS. SNK oc 

5. FIFA 2001 pc/ps2 

6. JET GRIND RADIO dc 

7. CC SAKURA SNAP dc 

8. NBA 2K1 dc 

9. HALF-LIFE CS pc 

10. C&C: RED ALERT 2 pc 

V__ 


1. HALF-LIFE pc 

2. MOTO GP ps2 

3. FINAL FANTASY IX ps 

4. N.O.L.F. pc 

5. SSX SNOWBOARDING ps2 

6. TIMESPLITTERS ps2 

7. PERFECT DARK n64 

8. SKIES OF ARCADIA dc 

9. READY2RUMBLE ps2 

10. OUAKE III dc 

\ __ J 


1. LUNAR 2 ps 

2. WWF NO MERCY n64 

3. SIN & PUNISHMENT n64 

4. FINAL FANTASY IX ps 

5. ZELDA: MM n64 

6. PERSONA 2 ps 

7. DK COUNTRY gbc 

8. CAPCOM VS. SNK dc 

9. ROCKMAN X gbc 

10. GRADIUS lll&lV ps2 

v_—-- 


1. SIN & PUNISHMENT n64 


2. FINAL FANTASY IX ps 

3. FIFA 2001 ps2 

4. KURI KURI MIX ps2 

5. ZELDA: MM n64 

6. MARIO TENNIS GB gb 

7. MARS MATRIX dc 

8. CANNON SPIKE dc 

9. SILPHEED: TLP ps2 

10. BEATMANIA OX ps2 

\ _ -J 


1. LUNAR 2 ps 

2. SIN & PUNISHMENT n64 

3. SAMBA DE AMIGO dc 

4. WWF NO MERCY n64 

5. FINAL FANTASY IX ps 

6. GRANDIA 2 dc 

7. JET GRIND RADIO dc 

8. PS ONLINE dc 

9. WWF SMACKDOWN! 2 ps 

10. GUNGRIFFON BLAZE ps2 

v_-_ 


1. FIFA 2001 

2. MADDEN 2001 

3. NFL 2K1 dc 

4. SEGA MARINE FISHING dc 

5. XTREME SPORTS dc 

6. NBA LIVE 2001 ps2 

7. JET GRIND RADIO dc 

8. Q-BALL BILLIARDS ps2 

9. P.S.P.B. VOLLEYBALL ps 

10. POKEMON SILVER gbc 

\ __ 


4. MAX STEEL dc 

5. MOTO GP P52 

6. FIST OF THE NORTHSTAR ps 

7. EMPEROR'S NEW GROOVEps 

8. GRANDIA 2 DC 

9. GOIN' QUACKERS P$k 


10. SILPHEED: TLP 


1. SIN & PUNISHMENT 

n64 

2. TR: CHRONICLES 

PS 

3. SF III: 3rd Strike 

DC 

4. JET GRIND RADIO 

DC 

5. RESIDENT EVIL 3 

DC 

6. SKIES OF ARCADIA 

DC 

7. NBA 2K1 

DC 

8. MARIO TENNIS 

n64 

9. UNREAL 

DC 

10. RED DOG 

DC 
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W atching DVDs on the PS2 is quite a novel thing, and it’s probably a 
number of gamers’ first exposure to this superior audio/video for¬ 
mat. As such, there may be some confusion over just what the PS2 is 
capable of in the sound department, and what equipment is needed to 
wring the maximum benefits from its unprecedented sound spec. 

All modern DVDs, and a vast majority of the rest, include six channel 
surround sound, or what is commonly reffered to as "5.1." The five rep¬ 
resents the separate channels: front left, center, front right, surround left, 
and surround right. The sixth channel, or the ".1," is the LFE (Low Fre¬ 
quency Effects) signal, responsible for the bass information, reproduced 
in a complete setup by a subwoofer. There are two 5.1 surround formats 
supported by the PS2: Dolby Digital and DTS. Dolby Digital is by far the 
more prevalent standard, but a number of movies are also including both 
standards, with DTS sounding just a shade better. 

However, it must be noted that the PS2 does not internally decode 
either signal. Instead, the raw data must be sent via the optical connec¬ 
tion to a receiver or digital decoder that supports DTS and/or Dolby Dig¬ 
ital. Digital receivers have dropped dramatically in price over the last cou- 


MPEG 2 cinema sequences. For the time being, however, the promise of 
5.1 is relegated to movies. 

But what of those poor old red and white RCA connectors forever teth¬ 
ered to the video leads of the PS2? Well, they do have a use. First of all, 
this is how most will be connecting their systems directly to their televi¬ 
sions for straight two-channel sound. And even this way, there is a huge 
increase in sound quality over VHS for movie watching. But for owners of 
older Dolby Pro-Logic receivers, the RCA leads carry three channel sur¬ 
round information (front left, front right, mono surround), and a number 
of games do support this format, and you will hear surround information 
from films as well. Admittedly, it’s not as detailed nor does it have any¬ 
where near the dynamic range of Dolby Digital or DTS, but it is a viable 
solution where cost is an issue. 

But let’s say you go hog wild and purchase a complete six-channel 
sound system. The next step is perhaps the most crucial of all: speaker 
placement. There are many factors that can affect this, such as the shape 
of the room and the available space, but general guidelines should try to 
be followed. 



Nearly every modern surround receiver will have an optical input as shown on the left 
The two RCA digital inputs to the left of the optical are known as coaxial or electrical , 
and the PS2 does not support these. On the right, a peek inside the PS2*s optical output. 


Let’s begin with the front channels. The 
left and right speakers should be spaced at 
least six feet apart and six feet from the lis¬ 
tening position, basically forming a trian¬ 
gle. And for optimum stereo imaging, the 
front left and right speakers should be 
toed-in towards the listening position so 
that they are more or less pointed at you. 
And height is a factor here, as the tweeter 
(in two-way speakers) should be roughly at 
ear level. The center channel should be 
placed either directly above or below your 
television, as this is where the majority of a 
film’s dialogue is sent. Just make sure that 
the speaker you are using is magnetically 
shielded or it may distort the image. The 



or years, and you can now get a very well equipped unit (complete 
with S-Video switching) for around $300. Step up the ladder a bit to the 
$800 range, and you can even find receivers that boast component video 
switching. 

If all this is sounding a little bit 
expensive, well, that’s currently 
unavoidable. Six speakers and a mul¬ 
tichannel receiver is never going to 
come cheaply with any semblance of 
quality. About as low as one can go is 
around $400 for an inexpensive 
receiver/speaker pack that includes 
small satelite speakers and a pow¬ 
ered sub. Now, you will never get 
sound as good from a speaker pack¬ 
age as you will from carefully select¬ 
ed separate components, but you will 
at least be able to enjoy a dramatic 
surround effect from such a system. 

Of course, this is relevant only if 
you are very keen on hearing six 
channel movie soundtracks. Thus far, 
no game has had a discrete 5.1 chan¬ 
nel sound mix, but it’s not impossi¬ 
ble, and it’s certainly possible to 
have such a thing during DVD-based 


The PS2*s optical output capability means that you can lis 
ten to 5.1 channel surround sound with a capable receiver. 


surround speakers should be BV 11f IHE HOBBS 
placed behind you, ideally the same distance from you as the front 
speakers. When this isn’t possible, all surround receivers will allow you 
to increase the delay in the surround information, acoustically placing 

the speakers further back than they 
really are. As for positioning, they 
should again be pointed at the listen¬ 
ing position, though some surround 
speakers have a diffuse design, 
meaning they throw sound out in 
every direction, and these should be 
placed behind and parallel to the lis¬ 
tening position. Subwoofer place¬ 
ment is less critical, as the low fre¬ 
quency information is omnidirection¬ 
al and it’s basically impossible to pin¬ 
point its source. As a simple rule, you 
can place it anywhere between you 
and the front speakers. But as with 
any audio set up, experimentation is 
the key to ultimate happiness, so be 
prepared to move things around a bit 
while you find the optimal surround 
effect and soundstaging. But once 
you do, you’ll hear movies and games 
in a completely new light. GR 
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srnizrn/jcwn 


In secret gatherings around the uinrld a 
mysterious group of urban street racers, known 
as the midnight Club, race For pride, power and 
glory in sleekly customized, tricked-out sports 
cars. Speeding through crowded streets, 
running red lights, terrorizing pedestrians, 
driuing on sidewalks and outrunning the cops 
are just the basics For the "midnight Club". 


Racing action in two accurately modeled 
cities Dn both sides oF the Htlantic ■ flew Vork 
and London! 


17 diFFerent performance enhanced cars to race • 
concept prototypes, Foreign sports cars, muscle 
cars and pickup trucks. 


Play in a persistent world ■ with interactiue 
traffic, pedestrians and law enforcement. 


Illin the pink slips of opposing players! 

Rise up through the ranks in the illicit world 
of the midnight Club. 


Uiinning cars are tuned up with equipment 
from street-racing specialists such as Dimmer, 
UeilSide, Zender, fleuspeed, tilings Ulest and 
mare.... 


Bn BHhilBrBting^iroE 
you'd EHpect Wg'rat 
HallyuiDDd big bud| 
Rattier than a cnnsc 
- llEHt Eener 


There are nn rules. 

TAR 575BWYQG lO ODROCKSTAR 575BWYQD 11 CjGROCKSTAR 

4 m M )■ w MM . MM M M._ MM -. ; 



*miwmn lommvfn"* iifliiuiMri sa 


Cutting edge soundtrack From some of the 
world's leading techno/drum and bass artists- 
Dam and Roland, Derrick may and Surgeon 



"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer 
Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software 
Association. Angel Studios and the Angel Studios logo are trademarks of Angel Studios. 
Rockstar Games and the Rockstar Games logo are trademarks of Take-Two Interactive 
Software, Inc. © 2000 All rights reserved. 
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developer treasure • publisher nintendo • available 2001 


pL A s Treasure games often do, their latest, Sin and Pun- 
w A\ishment, seemed to come out of nowhere. After its 
low-key debut at the Tokyo Game Show in late Septem- 
% ber, I was inserting Treasure's second U.S.-bound N64 

game into my trusty Nintendo 64 by mid-November, 
judging by what we'd seen in Japan and the few 
^ wKBk screens that followed, Sin and Punishment 

WfeM appeared to be something of a Panzer Dragoon-or 

^ ■ Space Harrier-type shooter. But as it turns out, the 
Efj game really doesn't fit into any stereotype. Trea- 
# sure has broken the mold once again and created a 
game that does so many things right on so many 
levels that besides the fact it's on rails, it bears no 
comparison to other games. The company's third 
w game for the last cartridge-based system there will 
probably ever be is simply a masterpiece—another 
timeless treasure from the company that has made 
M innovation their calling card. 

W Treasure currently holds the best track record in all of 
gaming. While still working under the auspices of Konami, 
they produced Contra Spirits and Axelay (among others), 
arguably the best action game and shooter for the SNES. Next, the 
sequel- weary team broke free, formed Treasure, and soon after, 
their first title to hit the U.S. for the Sega Genesis, Gunstar 
Heroes, sent shock waves throughout the enthusiast gaming 
ft scene. It was the best action game anyone had ever seen by 
such a wide margin that we simply stood in awe. Since, they 
■I have gone on to produce nothing but pure magic. For the 
U Genesis, Dynamite Headdy and Alien Soldier followed Gun- 
■\ star, leaving an indelible mark on 16-bit, 

JPjft and then Treasure turned their attention 
to the Saturn and amazed us again with 
gAA the groundbreaking 2D sensation 
A Guardian Heroes, which stands as 
■ the best 2D beat-'em-up 


ever 
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made. 

But Treasure was only getting started. More 
recently, they've produced the world's best shoot¬ 
er, Radiant Silvergun, and their long-lost 2D gem, 
Silhouette Mirage (originally programmed for the 
2D powerhouse Saturn), recently made its way to 
the PlayStation, where it currently ranks as the 
best 2D game for that console next to Castlevania: 
Symphony of the Night. And let's not forget Yuke 
Yuke Troublemakers (Mischief Makers in the U.S.), 
the pinnacle of 2D for the Nintendo 64, and Trea¬ 
sure’s two between-projects games, the manic 
Rakugaki Showtime and Bangaio. 

With Sin and Punishment, Maegawa and compa¬ 
ny have achieved "best ever" status once again, 
because it is by some degree the best straight 
action game for the Nintendo 64: Five years into its 
cycle, and they have literally taken every other 
developer to school. Treasure has the N64 doing 
things we have never seen it do (and didn't know it 
could) in a game that actually transcends the hard¬ 
ware. It doesn't matter what systems you own— 
Dreamcast, PS2, PC, whatever—everything else 
melts away as you sink into Sin and Punishment's 
amazing gameplay and form a connection with its 
incredible characters, science-fiction story, and 
ingenious gameplay. 

The three main characters in the game—Achi, 
Saki, and Airan—are members of the Savior Group, 
commissioned to bring order and stability to a 
grave situation in japan. In the not so distant 
future, due to rampant overpopulation and the 
resulting food shortages, humans engineer a new 
breed of lifeform, called Rufians, for consumption. 
It isn't long before the Rufians develop an appetite 
for people and begin devouring them. They quickly 
move into and overrun northeastern japan, caus¬ 
ing the government to call for the immediate evac¬ 
uation of the capital city, sending its citizens into 
panic. Riots and mayhem break out everywhere, so 
the government calls in the International Safe 
Keeping Corp's Armed Volunteers unit, lead by a 
character we come to know as Brad. But when the 
Armed Volunteers begin turning on the people, the 
Savior Group is called in to battle not only the Rufi¬ 
ans but to protect the people of japan from the 
Armed Volunteers. Of course, once they arrive, a 
darker, more sinister underlying theme is revealed 
that serves as the catalyst for the action, played 
out in dramatic real-time cut scenes. 

Treasure begins the game with a simple run-and- 
shoot level—an introduction to the targeting sys¬ 
tem, jumping, and left/right control of the charac¬ 
ter. From there, things escalate progressively, act 
by act, until, by the end of the game, you're practi¬ 
cally having an out-of-body experience juggling all 
of the different play mechanics. You're seldom per¬ 
forming a singular task. At any given point in the 
game you may be targeting, shooting, deflecting, 
and jumping at the same time. Treasure has an 
amazing grasp of 3D game design and have a way 
of fusing game and player that is uncanny. With Sin 
and Punishment, they have distilled the nuances of 
their 2D games into a 3D experience, combining 
rail work similar to Panzer Dragoon's ground- 
based levels with the 3D shooting style of Contra, 
and the platforming and proximity combat of Gun- 
star Heroes. It is, in a word, amazing. The weight 


and physics assigned to everything is pure perfec¬ 
tion, and the balance is the stuff of legends. The 
game's never straightforward, and the first time 
you play Sin and Punishment is a mere training 
exercise for your performance once you have an 
understanding of each individual scene’s strategy. 
The essence of any great game lies in its innovative 
nature and diversity, and no one knows this better 
than Treasure. 

As for the look of the game, i don't dare try to 
label it or draw comparisons. I will simply say that 
Treasure has broken all of the barriers associated 
with 3D game design on the N64 (as they did with 
2D in Mischief Makers) and created a game that is 
at once enigmatic, surreal, and full of grandeur. 
They've done something l can't quite put my finger 
on with the color palette that helps the game 
evoke a very specific mood. And, as with all of Trea¬ 
sure's games, special effects please the eye as 
much as the gameplay pleases the mind—Sin and 
Punishment is laden with a kaleidoscope of special 
effects that l haven't seen on any other console, 
including the Dreamcast and PS2. The character 
and creature designs are exquisite. The Rufians, a 
sort of cyber/organic hybrid, emanate a menacing 
presence, and the human factor is exotically alien 
with sharp skeletal features, mesmerizing facial 
expressions, and an almost disturbing level of 
kinetic energy. 

Treasure seems to design and program with a 
sort of abandon, as if they're not aware of a sys¬ 
tem's limitations, f wonder if they even know that 
their games make everything else pale so miser¬ 
ably. They command the N64 like no one else, mak¬ 
ing it convey their vision, rather than perform a 
series of functions. There's a scene in Act 2 where 
Achi sinks an aircraft carrier and levitates a chunk 
of it to fly around and battle a huge Armed Volun¬ 
teer fleet that simply defies logic. This whole game 
defies logic. All of this and f haven't even men¬ 
tioned the music, which had me looking for the CD 
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slot in my N64. I'll be buying this soundtrack. 

Deep down inside, what every Treasure fan really wants is a Gunstar 
Heroes sequel, but as we all know, Treasure doesn't make sequels...or 
do they? Besides being the best N64 action game ever created, Sin and 
Punishment has more than a few similarities with both Alien Soldier 
and, moreover, Gunstar Heroes: enemies that ride atop air ships and 
also hurl their minions at you, a train sequence, countdown gauges and 
specific weak spots on the bosses, proximity attacks, a serpentine first 
mini boss, an air battle, and even the fonts and credits look exactly like 
Gunstar's. And check out those guns. Remind you of anything? 

Here's what Treasure president Masato Maegawa had to say about 
Sin and Punishment—and my sequel theory: 


GR: S&P seems to have many similarities with Gunstar Heroes: the 
guns, a sky scene, a train scene, villains that hurl bodies at you. Is 
there a connection? Is this the Gunstar sequel we've been begging 
for? 

MM: No, the game has no relation whatsoever to Gunstar Heroes. 


GR: There goes that theory... Is this the same team that did Gunstar 
and Guardian Heroes? 

MM: The Sin and Punishment team did not work on Gunstar or 
Guardian Heroes. However, the programmers responsible for the 
enemy engine and the background designer worked on both. Because 
of that, you might feel the same ambience as those two games. 


GAMERS’ REPUBLIC: Sin and Punishment is an amazing achieve¬ 
ment. We thank you for creating yet another epic action game. 

Masato Maegawa: Thank you for the compliment. 


GR: I guess that explains it. Sort of... Here we are five years down 
the road with the N64 and you've managed to make it do things we 
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never imagined. What (or who) did it take to achieve the speed ofthe 
gameplay and the astonishing effects exhibited throughout the 
game? 

MM: First of all, I have to thank Nintendo since they allowed us to use 
a high-capacity ROM. We used streaming technology for sound and 
achieved high quality and faster transaction speed. And through trial 
and error, we managed to speed up the 3D engine. In addition, 1 think 
the feel of speed in the game is largely affected by game design itself. 


GR: One thing we notice about Treasure games is that not only is the 
gameplay perfect in every way, but also the gameplay seems to blos¬ 
som as the player must figure out how to overcome obstacles. How do 
you keep repeating this time after time? 

MM: All of our team members share ideas which all revolve around 
the director. Since we always place a high priority on originality, we 
push for development with an emphasis on innovative concepts. 


GR: Speaking of innovation, Gunstar Heroes, Guardian Heroes, Sil¬ 
houette Mirage, Radiant Silvergun, Dynamite Headdy, Yuke Yuke 
Troublemakers, etc. You have always managed to innovate and con¬ 
sistently take action games (and gamers) to the next level. As one of 
very few companies in the world that can do so, what is your secret? 

MM: Besides the planner, everybody on the development team 
exchanges and gives out ideas. Also, 1 think it is because we always pur¬ 
sue something new. 


GR: It's the fastest N64 action game on the planet. The story is fan¬ 
tastic. Is it anime inspired or is everything original? 

MM: Sin and Punishment is a completely original idea from the direc¬ 
tor.- Hideyuki Kannami. 


GR: We noticed a credit to Super Mario Club. What is the connec¬ 
tion? 

MM: In order to make sure to release a quality game, we received var¬ 
ious comments and opinions from them. 


GR: Nintendo is publishing this game in Japan and America. How did 
this come about? 

MM: I think it is natural that Nintendo is involved in the publishing 
and distribution of Sin and Punishment. We have already released two 
titles for N64 and have been hoping to release more original titles for it. 
So l brought a plan and explained it to Nintendo. They agreed with the 
content of our initial plan, so we decided to get into the production 
together. 


GR: Was the game planned for the U.S. from the beginning? 

MM: Yes, it was. 


GR: Is the length of the game determined by your satisfaction that 
the gameplay concept is fully explored and realized? 

MM: When engaging in the development of games, l think it’s hard for 
developers to achieve what they hoped for, or the concept from the 
beginning. But l think the game turned out quite close to what we 
hoped for. 


GR: Will you be moving on to Gamecube then? 

MM: l am interested in Gamecube. We would really like to develop 
titles. But any plan for Gamecube is currently still under consideration. 


GR: How does a game like this begin? Does it start with an image or 
a gameplay idea? 

MM: Basically, we usually start with the gameplay concept, but every¬ 
thing happens concurrently, so it is hard to say which one comes first. 


GR: It is so amazing to us that Treasure has not yet had a Dreamcast 
release in the U.S. Will you? Have you? Where's Gunbeat? 

MM: For Dreamcast, we are releasing Bangai -0 soon. Gunbeat... all 
the development has halted now, so we cannot comment on the release 
date. 


GR: The art for the game is truly amazing. Is this a new artist for 
Treasure? 

MM: All the art was done internally. A young designer is responsible 
for the character design, but he is no rookie. 


GR: Thank you so much for your time and for another wonderful 
game. Treasure remains the most sacred developer for action gamers 
and we appreciate it more every year. 

MM: Thank you and you're welcome. GR 


GR: That's for sure. Were the characters based on the art or the art 
based on the characters? 

MM: The same designer worked on character designs and art, so I 
can’t say which one is based on which. 
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T he stunning Xbox ping-pong ball demonstration Bill Gates 
and Microsoft showed at the 2000 Game Developer's Con¬ 
ference last March offered but a small glimpse into the sys¬ 
tem's incredible computational power and ability to render 
real-life, real-time physics. The heart of this magnificent system 
will be three main, separate processors: the Intel P3 733MHz 
CPU, a custom-designed nVidia/Microsoft 300MHz GPU 
(graphics processing unit), and a custom-designed 
nVidia/Microsoft APU (audio processing unit). 

Unlike other consoles, with the dedicated GPU handling all of 
the graphics calculations, the blistering CPU is free to work on 
other computing tasks, and it'll need to, as the chip is said to 
perform 1.2 trillion operations per second. The GPU itself, if 
ever needed to, can perform 150 million polygons per second. 

With the APU enabling 256 separate audio channels, 3D 
audio support, and, among other features, Midi/DLS2 support, 
for the first time ever, the audio aspects of a video-game sys¬ 
tem are being given as much attention as the graphic aspects. 

The combination of the three processors working together 
will create video gaming experiences the likes of which we've 
never seen before. From the beginning, the Microsoft Xbox 
team has had its mission to create the most developer-friendly, 
artist-driven gaming system ever created. And, even with the 
integrated broadband connection and hard drive, Microsoft 
plans to enter the console market in the same retail price range 
at which all other console systems have launched ($200 - 
$300). 

Last issue, in Part One of our exclusive Xbox feature, we 
introduced Ed Fries and J Allard, the two men responsible 
for, respectively, creating the best first-party games pos- 
sible and approving the best third-party games possi- 
fi| ble for the Xbox. In this, Part Two, we conclude the 
feature with in-depth conversations with the talent on 
the technical side of the Xbox equation—Seamus Black¬ 
ley, Manager, Advanced Technology Group (ATG), and Chanel 
Summers, Creative Manager, ATG Content and Design Team and 
Microsoft Audio Evangelist. 


(My interview with Seamus Blackley started after 
he spanked J Allard in an arcade unit game of Rob ot- 
ron 2084 with $100 riding on it—which not only gave 
me a firsthand impression that these guys are true 
gamers—serious gamers—but also well-paid 
gamers. But people are paid what they are worth and 
these people are worth every penny. Having 
received a master of science degree in physics from 
Tufts University in Boston, Blackley used to be a pro¬ 
fessional physicist and even conversed with famed 
physicist Stephen Hawkings. Blackley heads a team* 
of engineers who provide technical support for X& mk 
developers, assuring they understand how to 
tools needed to create breakthrough ad 
explains exactly what differentiates 
and Gamecube; the answers may 
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Japan, in Europe and in the U.S. Backing them up we 
have a research development group, kind of an 
architecture group, and we have a content support 
group. We do all the tools and middleware. We do 
all of the samples and demos. We are basically the 
advocates for the developers. Our job is to make 
Xbox games kick-ass, to leverage all the technology 
into cool games. 

GR: How many people are a part of the Advanced 
Technology Group? 

SB: There's over 50 now, and we're worldwide, so 
I'm always awake at 3 a.m. talking to some guy in 
Tokyo. But it's really important, because you have to 
understand that Xbox is entirely focused on devel¬ 
opment. People always ask us, what's the difference 
between Xbox and PS2 and Gamecube? And it's not 
technology, it has nothing to do with technology, 
although the technology is a part, the focus is on the 
developers. We want the games to kick ass. How do 
you make the games kick ass? Well, you give people 
the best piece of hardware you can; you give them 
the best software you possibly can; the best tools 
you possibly can. We designed the entire program 
around that, and then you respond to everything 
they need. So my guys on the ATG were there from 
the very start helping to define the technology, help¬ 
ing to define the operating system and incorporating 
all of the feedback we were getting from our visits 
into what our plan was. 

GR: This is the first American console since Atari 
that's coming out and... 

SB: [Emphatically] It is the first Western console. 
We have a Western approach. Japan has a really dif¬ 
ferent approach to technology and you can see it in 
their products. And that's a big deal culturally. It's a 
huge deal. In fact, the guy who runs the ATG in Japan, 
the guy I'm always on the phone with at 3 a.m., he 
came from Sony Computer Entertainment in Tokyo, 
he was the guy who actually did a lot of the GS Cube 
demo for Sony. [GS Cube is Sony's high-powered 
workstation that's 16 times as powerful as a PS2 and 
is the hardware used on the FF movie.] We were 
going over some slides for a presentation in Tokyo, 
and the first slides he has says that the difference 
between Xbox and other consoles is that other con¬ 
soles are focused on the hardware. And this is a 
weird thing for Japanese guys to grasp. They don't 
do PC games in Japan; it's all about the console 
there. And what happens with a typical console is 
that the hardware guys go off and try to make the 
best piece of hardware they can, and then they give 
it to the software people and the software people 
have to deal with it. The software design follows the 
hardware design. Xbox turns it on its head and that's 
why we have so much developer support, because 
Xbox does what you want it to do as a software guy. 
Which is what really matters, because they're mak¬ 
ing the games. And that's the big difference: Xbox is 
made by a software company and it's a software 
business. That's the big difference between the 
philosophies. You have Sony, who is a hardware 
company—I mean, they've come from the '50s mak¬ 
ing televisions and VCRs and Walkmans and Disc- 
mans and they really understand how to make 
super-high-quality consumer electronics. The unfor¬ 
tunate thing is that the games business is not a con- 
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sumer electronics business, it's a software business. 
And that's the advantage we have. 

The Japanese developers are kind of freaked out, 
they're all, "What?! We're important?!" It's kind of 
cool. People are just shocked and blown away when 
we're so responsive. Like when they 
have questions and we do research 
for them, and when they talk to our 
developer support people, and when 
they find out that we have artists on 
staff, and they find out that we'll go 
and change our operating system 
plan to suit what they need. We real¬ 
ly are focused on that, and that's why 
I have the best job in the world. 

Because I get to see all the games in 
development and I get to be the 
advocate for the developers. 


GR: When you think about your 
job and your place in gaming history, 
how do you feel personally about 
being on the cusp of something 
that's going to break new ground 
and be around for 10, 20, 50, 100 
years? 

SB: I feel super nervous because, 
like, we could screw it up so easily— 
so easily. Everyone beats the hell out 
of Sony for not having enough sys¬ 
tems for launch or for this or for that, 
but you don't hear Xbox people say¬ 
ing anything because we know how 
hard it is. There are a million things 
that can go wrong when you're 
launching a console, and you have to 
get them all right. So it's really hard. 

It's been one non-stop panic ride 
since January or February of 1999 
when we first thought of doing this. 

First we were panicked because a few 
other guys and I who were pushing it 
through, we were fighting impossible 
odds at Microsoft...we thought. And 
then, magically, Microsoft said, "Wow, 
this is cool, we're into this." And then 
there was this panic rush like, "Oh 
my God, now we've got to do it and 
get it done." 

It's not like when I was in other 
parts of the games industry or when I 
was doing physics, where you've a 
team of guys, and you do it yourself 
and if you're late it's because you're 
an idiot and you suck and you didn't 
do it right. It's like, we have to get all 
of that stuff right, plus all of our part¬ 
ners have to kick ass too. It has to be 
a big effort. So another big reason 
why I think Microsoft has an advan¬ 
tage is because we spend so much 
time making sure that our partners 
feel like they really are partners, like 
they're all part of the same thing. It's 
a big paradigm shift from the way other consoles 
have worked traditionally. 

GR: Are you confident that the Xbox is superior to 


Microsoft’s physics powerhouse is in 
good hands—those of Seamus Blackley 
who has a Masters degree in the field and 
has been a professional physicist. 


When this ping-pong demo was first 
shown in March 1999, the world wit¬ 
nessed Microsoft’s balls firsthand. 
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GR: The public perception of Microsoft isn't real¬ 
ly about a gaming company, so what types of moves 
are you guys making to change that perception? 

SB: The only thing that can change that is putting 
your money where your mouth is and coming out 
with the games. Obviously, Sony wasn't known for 
games at all when they came out with PSX and you 
can only turn it around when the games are there, 
and we understand that. We've made a lot of really 
good moves as far as getting the right developers 
and getting the right stuff, and now if we can pull it 
off and the games are awesome, then, yes, we do 
understand. I think we understand what needs to 
happen, but like I said before, there are so many 
things that can go wrong. That's why I'm not running 
around feeling super cocky and already accepting 
awards; it doesn't even occur to any of us. It's just 
like, "Holy shit! I have so much work to do today!" 
And that's what it's all about. 


GR: What do you think are going to be the one or 
two aspects of the Xbox that will really differenti¬ 
ate the system? 

SB: Well, there's the broadband connection and 
the hard drive, which are the stock answers because 
they have infinite potential and nobody's quite sure 
how those things are going to be realized. But every¬ 
body knows that that potential is there, which is why 
we took a cost hit to include them. Xbox is going to 
be the same price as a game console. So it was a 
decision on our part to do that because we think that 
we're going to more than make up for it in game 
sales by the kinds of games that we'll be able to 
have for Xbox which can't exist elsewhere. Period. 
The networking: you just can't do it on a Gamecube, 
sorry. So if somebody's going to do a really amazing, 
broadband, online soccer game with full chat and 
these beautifully detailed players with facial expres¬ 
sions...that's just not going to happen elsewhere. So 
that's important. Plus, like I said before, the fact that 
there's just so much damn performance on this 
thing. The fact that the tools are so good and we're 
focusing so much on the tools means the games are 
going to be artist driven. That's a huge difference. 
Why do you think Final Fantasy is so popular? It's 
because they have an art department and a couple 
programmers and they slay themselves to make that 
the case; Xbox will be very natural. The greatest 
moment in my life is when I read that Lome [Lanning 
of Oddworld] said that they switched over to Xbox 
because it'll let them make their art and PS2 didn't. 
He switched his whole company's destiny over to 
Xbox because he knows that he can leverage his 
artists now, to make these beautiful experiences of 
Oddworld that he wants to. I mean, they're all about 
emotion. It's funny because there's this world they 
have and this story they're trying to tell and Xbox is 
designed for that kind of stuff. 


GR: So how are you attracting these big develop¬ 
ers? Is it through great licensing policies or cover¬ 
ing development costs or what? 

SB: No. We haven't bribed anyone. [The rumor 
mill] is kind off***ed up. We're just like, "Hey, here's 
the box, here are the tools, go." We give everyone 
the same deal. We try to be really, really equitable 
towards everyone. There's no super secret special 
www.gamersrepublic.com 


PS2? 

SB: Absolutely. And the reason is because a few 
other people and I have really busted our asses to 
make sure that that was the case. You can talk about 
the performance and the peak rates and all that and 
it's all bullshit. Like all those pixel fill rates and tri¬ 
angle rates and all that—it's crap. I mean, sure, hav¬ 
ing 150 million theoretical vertices per second or 
whatever...no game will ever achieve that, right? 
Games are hard to write. You have to make compro¬ 
mises all over the place and you never get the peak 
performance. And everyone's complaining, "Oh, the 
PS2 launch games look bad, blah, blah, blah." And 
my response to you is, "F*** you." 

It's hard to write a game on a new piece of hard¬ 
ware. So when we designed the Xbox, we were con¬ 
scious of that. Most of the people who worked on 
the initial design had written a bunch of console 
games before. And we know that you have to have 
compromises in order to ship a piece of hardware 
that costs a reasonable amount. But you can chose 
where those compromises go so they don't get in 
the way. And that's the beautiful thing about the 
nVidia architecture and, in fact, with the Intel P3...a 
lot of people said, "Why didn't you get a RISC CPU?" 
Man, do you have any idea what the investment it's 
been over time in making the Intel CPU efficient and 
powerful and easy to program? It's just a sweet, 
sweet chip and you have that running totally and in 
parallel with this nVidia graphics processor that 
does environment mapping for free, programmable 
everywhere. I can show you a demo where we can 
draw fur in the same time it takes to draw a texture 
map. And you're going to see more effects like that. 
It's just crazy technology and it's really cool and it 
doesn't screw you over, it doesn't stall all the time 
and act up and get cranky. You have to care and feed 
for it properly, but it operates nicely because it's 
based on, like, 25 years of SIGGRAPH [a profession¬ 
al organization for computer science professionals] 
papers and research from guys who are from Silicon 
Graphics and from universities who then came to 
nVidia. This is the eighth generation of their hard¬ 
ware. It's just a very mature, sweet chip. 


GR: Do you think that the Xbox is going to 
change the way games are made? 

SB: We're going to bust our asses to make that 
the case. The reason for all the extra performance we 
put in is not because anyone will ever play 256 voic¬ 
es at the same time or will ever draw a million poly¬ 
gons a frame, but you want to have that overhead 
there so that instead of everything being about con¬ 
straints and about asking the lead programmer what 
you can and can not do, instead it's all about the 
artist. An artist likes to be able to do what he/she 
wants. It's not always going to be the case. There's 
always constraints, but with Xbox you're going to 
see a different kind of game come out. At least 
that's what we're seeing so far. It really is our inten¬ 
tion to change the focus of game design away from 
technology and toward art. And a lot of people ask, 
"When are video games going to become more 
mainstream?" And what has to happen for that to 
occur is for people to start making video-game pur¬ 
chasing decisions based on the same criteria that 
they use to make movie decisions or music deci¬ 
sions. 














sauce or anything like that. It's just a really fair deal. 
That's the whole thing. We didn't try to take this 
developer-centric approach just to technology, we 
took it with the business and the distribution and 
the publishing contracts and everything. We're just 
trying to be a really straight shooter. Our, kind of, 
internal model for Xbox is, "No Bullshit." It's like the 
lowest bullshit operation we can pull off. Y'know we 
encourage them to kick-ass and have great sales 
and get a lower royalty, otherwise everyone pays the 
same. And that's a huge deal for us...a huge deal. If 
you feel like your getting screwed over from a busi¬ 
ness standpoint, it does not contribute to making 
cooler games. Therefore, we don't do it. 

GR: So the Xbox is going to be a straight gaming 
machine? 

SB: It's a game box. You're not going to be able to 
do your taxes on it. 

GR: Will it play DVD movies? 

SB: It can play DVD movies and we'll be talking in 
the future about how it does that. But the strange 
thing is that by the time Xbox releases, DVD players 
are going to, like, come free in, like, a box of Trix 
[laughs]. So it's not that much of a huge feature, but 
it'll play CDs and we'll do some neat stuff around 
there, but it's just a game box. 

GR: Why did you choose Havok to provide the 
physics tools? 

SB: Our tools program is really simple. You have 
to have three things to be an Xbox tools developer. 
First of all, somebody who has an approved Xbox 
title has to ask for you. You have to have a compliant 
business plan—i.e. you can't be going out of busi¬ 
ness and therefore screwing out developers. And 
you have to go through our legal department and 
then pay us for the dev kits. And it costs more for 
the dev kits in the tools program than with the 
games guys, because there are no royalties 
involved. It's not that much more expensive; we try 
to be really fair because tools are really important. 

GR: Why did you choose nVidia for the graphics 
chip as opposed to someone like 3Dfx? 

SB: First of all, nVidia always ships on time. 
Always. Second, they always win all their perfor¬ 
mance benchmarks. They're way ahead of every¬ 
body else on the hardware T&L, on programmable 
stuff, the whole idea of pixel shaders, programmable 
vertex shaders, all the surface engine stuff, plus the 
way they do the caching, memory access, memory 
controllers—they're super advanced, really, really 
good. They've got a long history of work and they're 
really forward looking. 

GR: So you guys are about 12 months out, right? 

SB: Stop, your making me nervous. Making me 
feel like I've got to get back to work [laughs]. 

GR: So where are you at? What's your state-of- 
the-union? 

SB: Well, we're ahead on some shit and a little 
behind on some shit and at the end of the day we're 
doing way better than I thought we would be. We're 
really on it. We have a lot of really driven guys on this 
project and it's really cool. 
www.gamersrepublic.com 


GR: How do you feel about the public and the 
media perception of Xbox? 

SB: I couldn't be happier with it from the stand¬ 
point of the developers. Which is exactly who we're 
targeting right now. We're not going to really be talk¬ 
ing to consumers until we have games to show them. 
So consumers are still going to hear wacky shit, 
probably stuff like we'll never be as good as on PC or 
we'll never have titles as good as Nintendo...! don't 
know what people are thinking right now. We went 
through this stage before the big announcement at 
GDC, everybody was saying, "Oh, the PS2 has so 
much better technology." Then after GDC, people 
were like," Oh, of course they have great technology. 
But they'll never get publishers." Then we do the 
publisher announcement and it's like, "Oh, well they 
don't have Square or EA, now they're just dead." It 
just keeps on going on forever until you actually 
show the games. So, I guess from my standpoint, I'm 
as happy as I could be. Honestly, my recommenda¬ 
tion to anybody looking at this whole thing is, wait 
until you see the games. 

GR: What's it like working with Bill Gates? 

SB: It makes you happy you work for Microsoft. 
Because, I've never met an executive in my life who 
has such a firm grasp of his entire business. It's, 
crazy. We went in there the first time and said, "Wfe 
have this video-game system, etc.," and he asked a 
bunch of questions and we all answered them and 
we scheduled another meeting. We came to that 
next meeting and he had looked stuff up and he 
knew more about some things than we did. And he 
makes sure you know what the hell you're talking 
about. He knows the whole business that Microsoft 
has and all the different places you should get stuff 
and he's very clear on what sucks and what's good 
and who's doing well and who's not. It's just incred¬ 
ibly impressive. 

GR: Is he providing good input on Xbox? 

SB: Absolutely. He's just unbelievably sharp. He's 
one of the smartest guys I've ever met. He's just 
completely on top of shit. He's awesome. 

GR: Are you setting out to change the gaming 
market or do you just... 

SB: Always. I had the shit kicked out of me for 
Trespasser—that we f***ed up by shipping too soon 
and not really polishing it. But every single game I 've 
ever worked on I've been trying to change things 
fundamentally. It's always about trying to move 
things forward, right? So, with Xbox...absolutely, 
man, we're trying to give power to these artists. 
We're trying to change games to be art. That was on 
all of our minds when we first started the Xbox pro¬ 
ject. Then the PlayStation 2 edition of Newsweek 
came out and in it there's this editorial where the 
guy was saying that video games were not art. And I 
wanted to f***ing throttle that asshole. There are 
games that are art and more than anything else in 
the world...having worked in the industry and seen 
the love and unbelievable devotion to the art form of 
video games, the art of interactive entertainment...I 
do want to see it elevated there. So, yeah, Xbox, to 
an almost psychotic extent, is our attempt to really 
do that. And, yeah, it's just a game console and it's 
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going to play games. That's what it does. Yeah, sure, 
it's a piece of plastic and it's going to sit in the living 
room and play games. But at some point there is 
going to be that special transition that occurs and 
the difference between Xbox and the other consoles 
at the end of the day is that we've designed it to 
accelerate that transition. And with that said, I'm 
going to go do work. 


(The most eccentric of the people I spoke 
with at Microsoft was audio evangelist 
Chanel Summers. That's not a negative 
attribute; in fact, if anything, it's a high 
compliment, as she was the most passion¬ 
ate of ail of them in speaking about the 
Xbox technology, her work and the art of 
video games. Just as Blackley works with 
developers on the graphical side to help 
them utilize the graphic tools to the fullest, 
Summers has the same objective on the 
audio side, in addition to having previously 
worked as a game designer and producer at 
other companies, she moves to the 
Advanced Technology Group from the 
Microsoft DirectX team, having worked on 
the interactive audio technologies Direct- 
Sound, DirectSoundgD, Directs how Audio 
and Direct Music. Summers detailed how 
the Xbox is going to change the way we lis¬ 
ten to game audio. She also has the coolest 
piercings i've everseen.) 


GR: I was invited to the private Xbox viewing at 
E3 and, although the graphics demo was impres¬ 
sive, what I remember most was an audio demo 
where a guy was moving around the screen with a 
cursor and the sounds were merging and dissipat¬ 
ing. 

Chanel Summers: The sphere demo...basically 
that is to show off how we can transition from differ¬ 
ent musical styles seamlessly and not have it seem 
abstract that they can blend well together. So if you 
think of that in a game situation, if you're going 
from, like, say, an ambient, peaceful scene into bat¬ 
tle then into another kind of scene, that will all 
blend. Or if two forces have themes, when they come 
together to fight, their themes can blend together 
and not sound abstract. 

What that was using was our Direct Music Tech¬ 
nology (DMT), and that was actually the DirectX.7 
version; on Xbox it's all DirectX.8. That was all soft¬ 
ware emulated, not any of our audio hardware, so 
you can imagine how it's going to be so much better. 

The DMT allows you to create interactive and vari¬ 
able audio, so I can have audio that changes, is not 
repetitive. One of the biggest problems with game 
audio is that it is repetitive and annoying and so you 
eventually turn it off. Which I always say is a very 
sad thing. Even though it could be a really fabulous 
musical score, it could be a high-quality, amazing 
John Williams score, but after the fifth time you play 
the game, it's tiresome and you don't want to hear it 
anymore. With DMT, the score can always be fresh 
and played subtly, differently, different notes, differ¬ 
ent chords. 


GR: So it's not really one song that's scripted 
and recorded for the game, it's just notes? 


CS: 

down the basic score and then you're breaking it up 
into different constituent parts and creating varia¬ 
tions within that. And you can create variations with¬ 
in, like, the note level or higher up. So I could have a 
piece play exponentially huge amounts of ways. If I 
just had two instruments, I could have it play 1,064 
different ways. So I can create all this variation with¬ 
in my piece, and as I said, that can go all the way to 
the note level or higher layers if I don't want to have 
it so finely done. 

I can also have the audio correspond to what's 
happening on the screen. Think of a lot of those 
Looney Tunes cartoons, where they had the charac¬ 
ters walking around and there's all sorts of sounds 
associated with what he's doing. 

GR: How hard is it going to be for a developer to 
compose audio for their game? Is it going to be 
something user-friendly right out of the box or is it 
something where I'm going to have to be 
Beethoven? 

CS: This technology is part of the DirectX tech¬ 
nologies. It's fairly new. We launched it in February 
of 1999 and it's been used by the PC games devel¬ 
oper community, so a lot of PC games people have 
familiarity with it. We've also conducted a number of 
composer's workshops, where we teach the com¬ 
posers how to use the authoring tools. There's an 
authoring tool called Direct Music Producer. The pro¬ 
grammer doesn't do any of this. This is mostly in the 
content creator's hand, so he works within this 
authoring tool. The composer maps out all the para¬ 
meters in this tool, how things will be broken up, 
how things will transition. 

The other thing is that we are enabling scripting. 
In that respect, all the implementation details are in 
the hands of the content creator, because he can 
script it all up. The only thing that he'd have to work 
with a programmer on is how the programmer takes 
those scripts and writes the triggers in the game. 
That's for people who want completely content-dri¬ 
ven audio, where audio is very important to them 
and they want it left to the people who know it best. 

Basically, we have three software layers, three 
software options that we give people on Xbox. 
There's Direct Sound (DS) that allows you to do 
code-driven audio. That's for the programmers who 
like to do the audio themselves. They say to the con¬ 
tent creator, "Just give me some wave files." And 
they want to code-up how the engine works and 
everything. Those are the total bit twiddlers. DS 
maps directly to the hardware. Pretty much anything 
that the audio chip is physically capable of, DS does, 
DS has full access to that. Then we have Direct Music 
(DM). DM provides two other things: the interactive 
and variable audio functionality and it's seen as one 
of the more easier, audio APIs [Application Program 
Interface] for simple functionality. And then we have 
scripting. Taking a step back, DS is what we call the 
code-driven API. DM is the partially-code-driven par¬ 
tially-content-driven API, because you've got a com¬ 
poser working with the authoring tool, building the 
elements in the authoring tool and then handing the 
config file to the programmer. Then you've got 
scripting which is fully content-driven, because pret¬ 
ty much all of the audio implementation details are 
put into the audio designers hand and not into the 
www.gamersrepublic.com 






















developer's hand. The developer's just really agree¬ 
ing with the audio designer on what are the triggers 
they want and then taking those scripts and imple¬ 
menting them into the game. 


GR: How is this going to change the way I play a 
game on Xbox? 

CS: When we were first designing Xbox, we saw 
that consoles traditionally did not heavily invest in 
audio, they heavily invested in graphics, and if you 
look at PSX to PS2, they took their audio and they 
just sort of doubled it. They didn't do much more to 
it, so there's a lot of frustrated audio designers out 
there saying, "Nobody cares about what we do." We 
see that audio is a huge differentiator and we see 
that great gaming encompasses the entire experi¬ 
ence, it's not just about having phenomenal graph¬ 
ics. We see that really focusing on audio a lot will 
increase gameplay, make it much more cinematic 
and not make it so gamey. 

With our audio hardware and our software, we're 
trying to give audio designers what they've always 
dreamed of: a lot of power, a lot of options and to be 
able to make content without compromise. 

GR: Is the audio hardware a proprietary chip? 

CS: I can actually say, because they’ve released a 
press release on it: nVidia is doing the audio hard¬ 
ware. It's unbelievable. It's this incredibly engi¬ 
neered chip. You've got 256 total voices, or audio 
channels, whereas the PS2 has 48. Sixty-four of 
these can be 3D voices, and again, our 3D process¬ 
ing, our effects processing, is all in hardware. So, 
like the graphics chip...the audio chip is very similar 
in that it’s a multi-processor, pipeline-stage archi¬ 
tecture. We have four processors and three of those 
are DSPs [Digital Ssignal Processor]. First, we've got 
the setup processor; I like to call it the traffic cop. It 
handles all of the communication between all the 
other processors, it does memory management, list 
mapping; it's a DMA engine. It then talks to the voice 
processor. The voice processor is a fixed function 
DSP. This is where all the mixing, all the filtering of 
all 2D and 3D voices takes place. That talks to the 
global processor, our effects processor. 

GR: What's the difference between a 2D and a 3D 
voice? 

CS: 3D voice means it's spatialized in X, Y and Z 
space, and 2D is just flat. 

GR: A term that I've been associating with the 
Xbox is environmental audio. What's that? 

CS: It was actually a standard that was first done 
for the PC. It's basically a standard way of how to do 
environmental audio modeling and aclusion 
obstruction processing, which means the modeling 
of the muffling of sounds. If I'm talking to you, it 
should sound differently if I have an obstacle 
between us. So it makes it so you can now have 
much more realistic sound effects, where before on 
consoles they've been traditionally preprocessed. It 
also means if I'm walking in one environment, if I'm 
a robot with my big, ciangy, heavy, metal feet, if I'm 
walking in a factory my footsteps should sound dif¬ 
ferently in there than if I'm out walking in a field. 
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GR: So you're saying that the 
you're providing in Xbox will be able to simulate a 
myriad of sounds? 

CS: Well, you'll definitely have all the tools you 
need to create much more realistic aural environ¬ 
ments and aural experiences. I was going to add that 
after the global processor, which does the effects 
processing, you then have the end-code processor. 
And I had mentioned that the voice processor was a 
fixed-function DSP, the global processor is a fully 
programmable DSP and the end-code 
processor is a dedicated DSP to real-time, 
multi-speaker surround. 


GR: So the Xbox does support Dolby 
Digital? 

CS: We actually can't really talk about 
that at this time [grins]. We'll be making 
some announcements in the next few 
weeks. So all I can really say is that we're 
supporting real-time, multi-speaker sur¬ 
round. 

GR: So it will definitely work with 
standard digital receivers? 

CS: Umm...again I can't [laughs]. You're 
good. 


Bill Gates told the Xbox team that 
wanted the most powerful, advanced 
video game system possible. It appears 
that’s what he’s getting. 


GR: Are the audio capabilities one of 
the things that the Xbox is going to excel 
at? 

CS: It's definitely going to be some¬ 
thing we excel at. As I said, we didn't want 
to just make this amazing graphics 
machine. The whole thing about Xbox is 
that it raises the entire gaming experi¬ 
ence. It's not just about one piece of the 
pie. 

What we're trying to do with audio on 
the Xbox is that if you see all the services 
that major studios and post-production 
facilities have always offered, we'll be 
offering those same services but in real-time. So this 
is going to be something quite special. 

GR: Do you oversee the whole sound department 
for the Xbox? 

CS: When I originally came on to the Xbox team as 
the audio manager, I was making sure that audio, 
both software- and hardware-wise, was going to be 
stellar and was really going to be pushing the 
boundaries. I was also working with developers to 
educate them on what we're doing and to get their 
feedback on that. Now I've got a new role. I've actu¬ 
ally created a new team called the Content and 
Design Team. And how you can think of it is sort of as 
developer support for non-programmers. We're 
actually doing something very new that Sega and 
Sony and Nintendo don't do: everyone traditionally 
has developer support where they help out the pro¬ 
grammers and they help out on technical issues. My 
team is there to go help out the content creators, to 
help out the artists, to help out the musicians and 
sound designers, to help out the game designers. In 

my talks with developers about forming this team, 
they're very excited because they're like, "Nobody 
ever helps out our art teams and nobody usually can 
within the [system manufacturer] company." And 



















they're used to doing art for PlayStation and Ninten¬ 
do and Sega games to understanding what's really 
possible on the Xbox. And thinking more of cine¬ 
matic experiences rather than just here's this one 
model. 


GR: Is all of this going to be more friendly 
because of the fact that there is a hard drive and 
there will be tons of memory for developers? 

CS: First of all, we are giving you more RAM that's 
ever been available on a console before. You've got 
this 64MB that can be split between any of the 
processors-the CPU, the GPU, and the APU-how- 
ever you want, and you can change it at different 
times and it's very fast and flexible to do. So, first, 
you've got all this RAM and second, even if you do 
run out of RAM for audio, you can cache the audio 
onto the hard drive and then access it, so the hard 
drive is an audio designer's best friend. But again, 
we ve got that audio chip, so mostly everything's 
being done in hardware, so you're taking up very lit¬ 
tle, if any CPU for audio. And also, think about that: 
if you have to go and use some CPU, it is a Pentium 
HI 733- It's not like audio is going to affect your 
frame rate. 


GR: Damn...that's quite amazing. What thoughts 
go through your head about being able to create 
this piece of gaming history? Are you so engrossed 
in your work that you don't have the time to think 
about what you're doing? 

CS: No, I actually do think about what I'm doing a 
lot and I really can't believe it. Someone asked me 
the other day, they said, "Chanel, is this the pinnacle 
of your career?" And I said, "You know what, it real¬ 
ly, really is." Because I've come from the game 
industry and have had a really good career in the 
game industry, but there's been nothing like this 
where I'm actually goingto be making history. And to 
me, that's a chance in a lifetime. 


GR: Man! That's what I've been trying to get out 
of everybody else all day. Leave it to a female to 
give me the answer I wanted. 

[Everyone laughs.] 


GR: How do you like working for Bill Gates? 
What's that like? 

CS: WelL.it's pretty good. I mean, I don't actually 
get to see Bill on a regular basis. 


GR: But you do have to have meetings with him, 
right? 

CS: We've had meetings with him and to me he's 
probably one of the smartest people I've ever 
known. Therefore, he's probably one of the people 
I'd ever really trust doing a project of this magnitude 
for. I mean, if anybody can pull it off, it's Bill and it's 
his company. I think that other people would have a 
tough time and other people have had a tough time 
Ving to do a successful console. And I think that 
l h Bill and with Microsoft, with all of the support, 
all of the intelligence, this is something we can 

'tely putt off. GR 


Chanel Summers’ expertise in game 

audio programming will make games, 
like Munch’s Oddysee (below), sound as 
good as they look. 
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PlayStation 2 owners’ date with Konoko is almost here. 

Mbl WEK 2 tiillpt-nrrwf mL aM mi sum serious h 


B ungie's ONI-the topic of our steamy 
June 2000 cover—is finally heading 
into the final leg of development for the 
PS2. Set to reawaken the latent action- 
adventure genre, ONI will be bringing its 
innovative play mechanics and long over¬ 
due anime-inspired character design to the 
table just as the PS2 closes in on the 1 mil¬ 
lion mark. A good place to be? Yeah, I think 
so. 

Playing ONI, two things are instantly dis- 
cernable: many of the environments border 
on gargantuan, and Konoko is one slippery 
minx; I believe she's ready for her close-up. 
The art of the game lies in her Matrix- 
meets-Tomb-Raider fighting style. Equally 
at ease using martial arts or firearms, she 
has a move for every occasion: high kicks, 
low sweeps, choke holds—you name it. 


She's an ass kickin' machine. Regardless of 
where her assailant attacks from, she has a 
close combat move to deal with it, as well 
as a block. And in the event that a would-be 
assailant has got some distance on her, 
once she closes the gap enough to knock 
the weapon free, she can tuck, roll, and 
emerge firing in one fell swoop. What's bet¬ 
ter is that all of this complexity is 
using fairly basic button maneuvers. 

You'd think ONI would have a 
steep learning curve with so many moves, 
but it's really quite manageable. Most of 
Konoko's reactions are based on proximity, 
and once you master her controls, the key 
strategy seems to be the careful scrutiny of 
each environment. When I ran ahead taking 
on all comers, I ended up getting sniped 
like a fish in a barrel. 

Besides deep play 
ics and engrossing environ¬ 
ments, ONI also exhibited 
ample amounts of real-time 
story and puzzle elements in 
the short time I played it, so 
the prognosis is good. The key 
factors in the game’s final 
stages will be issues regarding 
the frame rate, textures, and 
music. If everything buttons up 
nice and tight, look for ONI to 
be one of the PS2's very 
first-generation offerings. GR 
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orn of different worlds, 
Dgether by fate, each shall rise 
to face their destiny. ^ 
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| or call 1-800-771-3772 
for more info. 
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"The level of detail paid to every single moment, 
circumstance and environment is overwhelming. 

Official Dreamcast Magazine 

.undeniably the prettiest role-playing game ever to grace 

a console." 

www.dailyradar.com 

will indeed be the first epic RPG on 

www.ign.com 

Grandia II is easily the most impressive next- 
generation RPG we've seen, and the first true 
RPG epic for a next-generation console." 

www.thegia.com 

look at what is surely the best-looking 
on a next-generation console..." 

Gamer's Republic Online 

to give sub-par developers a lesson in how to 
RPG right." 

GameFan Magazine 

fan would be insane to miss out on this 
gameplay experience and it could go far in converting 
those who previously rode the RPG fence." 

GamerWeb.com 


"If you want your copy of Grandia 2 this holiday season, 
don't expect Santa's little elves to make you a special copy 
pre-order it now or you may not get it until late January." 

www.GA-Console.com 


Critically acclaimed and over 2 years 
in the making, Grandia ™ II 
arrives December 2000. 
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After pushing the power button on my PlayStation 2, I 

intoned a 


= expected my house to launch off the foundation, 
hr wary friend of mine the morning of That Day. But what about 
you: not even a little rumble? 

| OK, so maybe we’re all still waiting patiently for that one 
I bombshell that destroys our current perception of video 
games, if screen shots and short video clips are enough to go 
by, Metal Gear Solid 2: Sons of Liberty is such a game—a pro¬ 
found work of art, a monumental masterpiece, a completely 

1 new experience. 

1 know, I know: that's just the type of unchecked hyperbole 
|r| that leads to the scratching of heads when the house doesn't 
r| shake every time The Next Big Game is fired up. So let’s look 
j at Metal Gear Solid 2 with guarded optimism and lay out a few 
: of the facts: (A) Metal Gear Solid 2 is the sequel to one of the 

2 best games on the PlayStation—to some, one of the best 
; games ever. (B) New technology is freeing director Hideo Koji- 

ma's design ideas to new and exciting possibilities. (C) If it 
wasn't already apparent, Kojima obviously has a keen design 
sense and recognizes the powerful presence a rich score pro- 
3? vides: Enemy of the State composer Harry Gregson-Williams is 
crafting the game’s music. (D) The atmospheric military set- 
r ~ ting of a rain-soaked aircraft carrier is intriguing. (E) Come on, 
,/j folks. Like this game is actually going to suck, gr 
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Tatsuya Suctou 

"Kotodama", y'know, Eotodaroa 

Y’know? H 

You s ay something, and itll happen^ 


vince them to give you items. If it sounds 
strange, it is, but making contact is impor¬ 
tant to gaining new personas. Yet at the 
same time, striking a balance between A 
contacting and fighting is necessary for U 
success. Another new gameplay twist is £ 
the rumor system. In the world of Persona n 
2, all it takes for a rumor to become real- J/t 
ity is for it to be believed among the jj\ 

people, and players can actually |ij 

change the gameplay world by spread¬ 
ing rumors through an agency. 

With its numerous gameplay innova- J 
tions, its serious, dramatic, adult-ori- y 
ented storyline (how many games 
have lines like, “the goodness of , 

a woman isn’t in her bra”?), 
and stunning blend of anime jriEL/ 
stylings and realistic environ- - 
ments, Persona 2 should be a 
more than worthwhile RPG expe- 
rience. gr \ 


P ersona 2 is not your typical RPG. Far from 
your standard sci-fi-fantasy save-the- 
world fare, Persona 2 breaks through the 
stereotypical RPG mold and is set to deliver a 
mysterious, compelling, and intense adventure 
where mystical underpinnings and real-world 
settings drive the suspense home. 

When Persona 2 begins, the player is cast as 
Maya Amano, an alluring magazine journalist 
who is assigned the daunting task of reporting 
on a series of bizarre murders. With each mur¬ 
der more brutal and violent than the last, Maya 
sets out to uncover the truth behind the killer 
who is known only as Joker, and it isn’t long 
before she witnesses one of the killings first¬ 
hand. At first, joker and his demon-summoning 
powers seem overwhelming, but Maya and her 
friends are quickly granted the power to call 
upon personas—magical beings drawn from a 
person’s inner spirit that grant powers of attack 
and healing. 

Use of the personas is the key to the game¬ 
play. Each persona grants unique powers, be it 
elemental magic, physical strikes or recovery 
abilities. Though you start out with only one 
persona per character, you can gain up to 80 
throughout the adventure, and the more you 
use each persona, the better techniques it 
learns. 

But there’s much more than just the persona 
powers when it comes to Persona 2’s unique 
gameplay. In each battle, you have the option 
of making contact with the enemies. By learn¬ 
ing the enemies’ personalities and using the 
appropriate characters in conversation, you 
can get the monsters to be your allies or con- 
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12 Months of Gamers’ Republic: 
Total Cost: 


Gamers’ Republic 
P.0. Box 4769 

Thousand Oaks, CA 91362-9723 
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I need therapy! 

□ 12 Issues for $19.99 
Canadian orders, add $20.00 
International orders, add $30.00 
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□ Quake for Nintendo 64 

□ Gex 64 for Nintendo 64 

□ Gex 3 for PlayStation 

□ Akuji for PlayStation 

□ 1999 Buyers Guide & Y2K Preview 


Please add $4.00 for shipping and handling, Canada & 
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RTV OFFRORO FURV 

preview by d. halverson • dev/pub: sony • avail; january 

Twenty tracks, free-roaming environments, realistic physics, and 12 ATVs 
with which to assault two-square-mile areas of realistic terrain. Where do I 
sign up? This looks like the PS2 game I’ve been waiting for, a perfect off-road 
simulation to join Moto GP—the perfect on-road simulation—in topping off the PS2 rac¬ 
ing arsenal very nicely. Variables such as traction, acceleration, top speed, and stability- 
depending upon the landscape—will all come into play as you tear up Sony’s ATV Offroad 
Fury. And if you get bored with the tracks on hand, you can even lay down some fresh 
tracks of your own with the track editor. There are six different types of events on hand 
and three styles of bikes to choose from, including the big three —Honda, Yamaha and 
Kawasaki —in enduro or cross country models. Sony held an 
event to roll out the game just before we closed the issue, and 
our editor in attendance reported back with nothing but 
praise. Needless to say, we’ll blow the doors off this one in the 
next issue. GR 


ILLBLEEO 


preview by d. halverson • dev: climax graphics • pub: jaleco • avail: january 

It’s the game that will make you shit with fear. Oh yeah, that is 
exactly what the Japanese promotional video declares. That, 
among other things. The thing is, judging by these disturbing 
screen shots (check the weird toy—eeewww) they just might be on to 
something. IllBleed is brought to you by Climax Graphics, the same team 
responsible for the impressive first-generation Dreamcast game, Blue 
Stinger. Together with Jaleco, they’re looking to paint a brand new picture 
on the face of the adventure horror genre, and they only intend on using 
one color—red. The game scenario features pleasant new aspects like a 
Horror Monitor and keeps track of your senses—eyesight, hearing, smell, 
and the sixth sense, monitoring your level of fear. Sound horrible? Hey, 
we’re just getting started. There’s also a Shock Rating that rates your 
Shock Death and Faint Away (lovely), as well as an Adrenaline Meter, 
which we presume that, once filled, will result in your character going 
completely freakin’ berserk, just as she’s about to get splattered all over 
the floorboards. This game does everything but bleed. Hey—there’s a 
new packaging idea! We’ll have a dead-on review next month. GR 
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LEGIOfl: LEGEHO OF EXCRUBUR 

preview by: k. kencade • dev: midway • pub: 7-studios • avail: winter 
Leaving Westwood and the Command and 
Conquer series behind to explore the freedom 
of his own company, Eric Yeo formed 7-Studios 
and the start of Legion: Legend of Excalibur, a strategy 
game rich in action and RPG elements. Based on the 
Arthurian legend, the game is being directed to feed 
off story for intrigue. An epic presentation steeped in 
frenetic battles is what the team is ultimately shooting 
for. While the game contains bits and pieces of PC real¬ 
time strategy ideas, a more console-oriented approach 
is being taken to the game’s design. 6R 


preview by k. kencade • dev/pub: ripcord • avail: January 
' j Inspired by the kinetic 
presentation of anime 
and created in the rich 
tradition of medieval fantasy, 

Legend of the Blade Masters is a 
multiplayer RPG designed for 
play on Sega.Net. The 41 levels 
have been hand-modeled, offer¬ 
ing quest-based missions under¬ 
pinned by a detailed story; the 
focus is not only on an online 
experience. Told through the 
actions of either a Warrior, Black 
Knight, Ore, Dwarf or Elf, the 
story concerns the uncovering of seven magical swords, sought by a quartet of bel¬ 
ligerent warlords know as the Guardians. GR 


SHRRPHEL: URBRH LURRFRRE3033 

preview by b. fiechter • dev/pub: ripcord games * avail: january 

In this futuristic first-person shooter, combat is “based on 
classified light infantry strategy” of the “Armed Forces’ notori¬ 
ous ‘Land Warrior’ reg¬ 
iment.” I have no idea 
what that means, but 
it sounds really cool. 


What’s also cool is that the game will support eight opponents online, 
in such familiar modes as deathmatch and cooperative team play. 
Land, air and sea vehicles can be commanded across gritty city and 
industrial settings, where your primary objective is to shoot “weapon¬ 
ry based on formerly-classified munitions designs.” Can’t wait for this 
one. GR 


STRR FIGHTER 

preview by m. hobbs • dev/pub: lucasarts • avail: winter 




Rogue Squadron was one of the great Star Wars games. Its mix of arcade style speed 
and multiple-objective missions struck a nearly perfect blend between action and 

strategy. LucasArts seems to be 
going for a similar dynamic with 
Star Wars Episode One: Starfighter 
for PS2. 

Sometimes following closely the 
events of the film, both ground- and 
space-based missions make the 
most of the PS2’s rendering capabil¬ 
ities with highly detailed ship mod¬ 
els and richly colored, complex 
environments. Playing as three dif¬ 
ferent pilots throughout the game, 
you’ll have access to several craft 
taken directly from the film, like the 
beautiful Naboo fighters, along with 
some original designs. GR 
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UHRERL TOURnRmEHT 

preview by b. fiechter • dev: epic pub: infogrames • avail: december 

Did you know that Unreal Tournament is better than Quake III? 
Before I upset too many sensitive Quake quaks, let me retract that 
statement. Besides, 
the network play hasn’t 
been implemented yet, so 
we’ll have to wait till next 
month before Unreal can 
officially go toe to toe with 
Quake. I will, however, leave 
you with this: Unreal Tourna¬ 
ment is more satisfying than 
Quake III offline. 

GR 
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THUHOER TRHNS 

preview by b. fiechter • dev/pub: 3do • avail: winter 

The World Destruction League Television 
Network is at the top of the ratings thanks to 
the popular mayhem of “Thunder Tanks.” 
The world is experiencing a bit of unhappiness due to 
the apocalypse, so for a bit of a pick-me-up, the peo¬ 
ple enjoy watching tanks kill each other for sport. 
Large arenas are the stage for the mayhem, enclosed 
in popular landmarks like Red Square and the Ginza 
District of Tokyo. The basic idea is to deploy heavy 
artillery, bring down every moving object around you, 
and be the last man standing. GR 


UJORLD OESTRUCTIOH LEROUE 


preview by b. fiechter • dev/pub: 3do • avail: January 

It’s the future, and of course everything is in ruin, disease 
is choking out what life remains, and people are generally 
displeased. For entertainment, society takes great pleasure 
in the destruction of fellow man as sport. As a combatant in the 
World Destruction League, you’re job is to claw your way to the top 


by becoming proficient in the controls of heavily armed aircraft. 
Mass explosions and death to all in your path occurs in such post- 
apocalyptic locations as Australia, New York, Antarctica and Thai¬ 
land. GR 


PORTRL RUnnER 

preview by b. fiechter • dev/pub: 3do • avail: winter 

In the action-adventure Portal Runner, 
F3J ~ C= teamwork plays a central role to your suc¬ 
cess. Vikki from Sarge’s Heroes uses a bow 
and arrow for long-range attacks, working closely 
with her companion Leo, a lion who uses his 
strength in close combat. Combining elements of 
action, puzzle solving and platforming, the game 
also relies on storytelling to develop a bond 
between the central characters. While the visual 
style is appealing in its surreal design, note that 
the screen shots are only concepts. GR 
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GORNRmORNR 

preview by k. kencade • dev/pub: ripcord games • avail: January 

Inspired by the Games Workshop Dungeons 
and Dragons-like boardgame Gorkamorka, this 
combat racing game pits up to eight teams of 
two against each other in online battles. Racing takes 
place across locations from the Warhammer 40,000 
universe, where a truckload of hazards litter the primi¬ 
tive landscape, and unruly spectators make matters 
worse by disrupting the competition. GR 


HBR LIVE3001 


preview by m. puccini • dev/pub: ea • avail: winter 

The reason why this isn’t in the sports section is because this playable 
preview version literally arrived on the last day of working on this issue 
and, with the sports section 
already done, I absolutely had to find 
space for it somewhere. 

The first thing immediately notice¬ 
able is the look of the game, which is 
quite impressive. The character mod¬ 
els, with nearly perfect player faces, 
are so clean and the animations so 
plentiful, once you play it, you’ll 
never play the PS version again. 

The second thing worth mention¬ 
ing is that the NBA Live engine now 
includes a small, dual status meter 
under the players that indicates 
turbo level and stamina level. 

The control and gameplay are clas¬ 
sic NBA Live fare—great news for 
NBA Live purists like myself. At this 
point, the Al seems to be a bit tighter 
— both on offense and defense—and 
the overall presentation looks 
superb. And with new moves, like a 
drop step and an up-and-under 
move, NBA Live 2001 for PS2 looks 
like it is going to have an excellent 
rookie year. GR 


RRmv men rir rttrcr s 

preview by b. fiechter • dev/pub: 3do * avail: winter 

General Plastro has been traveling to 
Our World in search of plastic to feed his 
troop factories. As hero of the good guys, 
your Army Men are deployed via helicopter to 
hopefully complete the 25 missions needed for 
total annihilation of the enemy. If you’ve played Air 
Attack, you can look forward to the many new 
additions to this PlaySta¬ 
tion 2 sequel. The game’s 

bigger, offering exclusive levels like the Miniature Golf 
Course and Big Brother’s Room, and the Al is being 
enhanced for much more involving play. And to give the tiny 
world a more convincing sense of presence, physical forces 
such as wind, gravity and fans will manipulate your heli- 


RRmv men: greeh rogue 

preview by b. fiechter • dev/pub: 3do * avail: february 

The Green and Tan armies are at it again. But frustrated by its end¬ 
less whoopins, the Green Army has created a genetically enhanced 
super-soldier cleverly called the Omega Soldier. We’re not quite sure as 
to the finer details of Army Men: Green Rogue, but other than the “exclusive 
Plastosheen effect [that] makes characters appear like real plastic toys,” you 
can probably expect the game to be somewhat like the other Army Men games: 
there will be a lot of battles with toys and you’ll be required to shoot at the 
enemy. GR 
















































































007RRCII1E 


preview by b. fiechter • dev/pub: ea • avail: January 

If you haven’t had a chance to order your own $i25K BMW Z8 rocket 
ship, the PlayStation 2 rendering will have to do for now. In 007 Racing, you 
get to drive BMW’s latest, as well as other Bond cars, equipped with gad¬ 
gets and weapons like in the movies. Your mission is to drive without regard to 
safety, destroying everything in your path, and if you feel responsible, you can 
employ more skillful maneuvering to fulfill your mission objectives. Inspired by 

Bond locations, exotic cities and _ 

countrysides will include Mote Carlo [ .c wmmmzn j 

and New York. GR 


DEVIL mnv CRY 

preview by b. fiechter • dev/pub: capcom • avail: 2001 

Produced by Shinji Mikami, the creator of the 
extraordinary Resident Evil and Dino Crisis 
games, Devil May Cry continues the macabre 
visions of the original master of video-game horror. At 
the center of the abyss is a sword carrying, gun-wield¬ 
ing half demon, half man, a bringer of peace who 
thrives on the power 
of the underworld. His 
mission is to investi¬ 
gate spiritual unrest 
and demon posses¬ 
sions, released on the 
world during what is 
known as the Dark 
Raid. GR 




UJRRRIORS OF miGHT RHOITIRGIC 

preview by m. hobbs • dev/pub: 3do • avail: fall 

3Do’s Warriors of Might and Magic for the PS2 continues to make progress, 
the latest build highlighting the game’s large environments and focus on 
close range combat. But there is still much work to be done in getting the 
frame rate up and refining the collision 
detection and control, but the basic 
framework is in place for this 3D adven¬ 
ture, which, according to 3DO, uses 16- 
20 times the amount of polygons as the 
PlayStation game. Other graphical 
touches include anti-aliasing, mip-map- 
ping, and real-time shadows, bringing 
the proper next generation sheen to the 
title. But let’s just hope this game turns 
out better than some of 3DO’s other 
releases. GR 
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Proving that they’re only just getting started, Sega pulled out a bunch of surprises at their Executive 
Games Summit. After a great 2000, next year promises to be even better, sega’s on a major roll. 


T his past year has been extremely crucial for Sega and they’ve 
come through in flying blue. But with the introduction of the 
PlayStation 2 and forthcoming systems from Nintendo and Microsoft 
generating excitement, Sega needs to cement their newfound roots 
and give their growing user base even more reason to stay true to 
Sega blue, before these potential storms cloud up their blue sky. 

In an effort to reinforce the Dreamcast brand and its evolving tech¬ 
nology, Sega held an Executive Games Summit in San Francisco, 
where they announced plans that would forcefully carry them and the 
Dreamcast through the next two years. But make no mistake: the life 
of the system will stretch well beyond 2002, as the information during 
the presentations made perfectly clear. 

The first bit of good news is that sequels for many of Sega's exclu¬ 
sive titles are already in the works. Games like Crazy Taxi, Virtua Ten¬ 
nis (with the women’s draw!), Jet Grind Radio, Samba de Amigo and 
Sonic Adventure are all returning in 2001, each greatly enhanced for 
the next Dreamcast evolution. On top of these favorites returning for 
another spin, Sega also unveiled a wide selection of original titles, 
two of which we reported on back in our July '99 issue when we spoke 
with Visual Concept's Greg Thomas. These two games, Floigan Broth¬ 
ers and Ooga Booga, are taking video games in a new direction. Ooga 
Booga will be the first action adventure game to run in parallel with 
Sega.Net, while Floigan Brothers will be the first episodic video game, 
with new episodes becoming available much like a comic book series 
via Sega.net. 

These innovative titles were promptly backed by demonstrations of 
a new Dreamcast technology, ready and running on the Sega.Net 
servers. Dubbed "Dreamcall," the technology allows for users to plug 
in their Dreamcast microphones and communicate with opponents 
during an online game. The first game to incorporate this is Alien 
Front, and it will not only connect user audio from one DC to another, 
but will also allow DC users to challenge and trash talk users in the 
arcades. Imagine being dropped into a virtual New York City with 
seven other cabs talking trash in Crazy Taxi 2, or shredding the streets 
of Tokyoto with a slew of other skaters, knocking the paint cans out of 
rivals hands, or teaming up to cover more ground. The possibilities 
are staggering. The ability to hear and speak with other players 
throughout the network adds a whole new dimension to the fun and 
excitement of online gameplay. Sega is pioneering the online arena in 
a big way, paving the way for online gaming to transcend its current 
state. 



While standard phones or cell phones are unable to dial in to call a 
DC, the Dreamcast can call traditional telephones at a reasonable 
rate. Even better, DC users can call other Dreamcast units for 
absolutely no charge, outside the monthly Sega.net rate. The inter¬ 
face is quite easy to navigate and the sound quality is sharp and 
unbroken. Best of all, the technology allows for constant two-way 
communication, like a real phone and not a CB radio. 

During the talks, Sega also spoke about partnering with companies 
such as Motorola and having wireless connectivity with devices devel¬ 
oped by several companies. This segued into speculation about the 
evolution of the Dreamcast unit itself. Apparently, Sega plans to 
reconfigure the guts of the DC and institute updated technology. Sega 
was vague but made representations that the system would evolve in 
its multimedia capabilities. What technology might be added is still all 
speculation, though we're sure many of you already have ideas. 
Either way, Sega has shown that they have no intention of standing 
still, but rather will grow and expand intelligently with the times, 
building a new Sega for a new Millennium. It's not about who's 
number one; it's about their customers and how to service 
them better. For our money, that is what makes a 



Hey, I want to get to the mailbox. 


% Well, natch. You’re a genius. You Know a 
iotta things I don’t Know. 


FLDiGnn Brothers 

From the creators of NFL 2K and NBA 2l< series comes Floigan Brothers, 
an adventure game that relies on humor, puzzle solving and complex 
character interaction for its effect. Set in a junkyard, the game places 
you in the shoes of Moigal and Hoigal. These brothers are being run off 
their home by a developer who wants to tap the oil that flows under¬ 
neath the junkyard. The brains of the bunch, Hoigal must be controlled 
throughout the game to teach Moigal how to overcome obstacles, 
allowing him to evolve in his abilities. The gameplay is unique, but the 
big leap is the episodical presentation: new levels can be downloaded 
periodically in an effort to give the game an ever-evolving feeling. 


nuEnFRoriT 

Sometime in the future, the Earth is being invaded by the Triclops, a bel¬ 
ligerent alien race. War is waged in combat vehicles called bio-mechs. 
Two-leg walkers, four-leg spiders or anti-gravity hovercraft can be com¬ 
manded, armed with a typical arsenal of death stuff like missiles, 
grenades, and flames. In addition to destroying the opposition online — 
you can even compete against arcade users—you can talk trash or feed 
your teammembers information with real-time in-game voice. 
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HEnDHUnTER 

Footage of the action-adventure-racing game Headhunter has 
been floating around since E3 back in May, but Sega is finally reveal¬ 
ing the true nature of this exciting game. As a Headhunter, a motorcy¬ 
cle-riding bounty hunter in the not-so-distant future, it's your job to 
enforce the peace and take down the lawless. Exploring the environ¬ 
ments either on foot or on two wheels, you'll take part in what Sega 
says will be an episodic adventure complete with Hollywood-like cine¬ 
matic storytelling. Yet Headhunter will also incorporate racing elements 
as you can race up to seven opponents online! How it all comes togeth¬ 
er should be interesting, but if these screens are any indication, Head¬ 
hunter has tremendous potential. 


BLRCN nno LUHITE 

Following in the footsteps of classics like Populous, Black and White 
is an online strategy title that puts you in the role of an all-powerful god. 
From the heavens, it's your duty to guide your people, and it's up to you 
how you'll punish or protect them —be it for good or for evil. How you 
behave will determine the game's appearance: being a good god will 
result in a lush, happy landscape where you can manifest as a cuddly 
creature, while being an evil god will twist the world into a dark night¬ 
mare where you'll appear as a freakish monster. Players can even bat¬ 
tle the gods of other tribes, with civilizations based on real ancient cul¬ 
tures. 


PHRrrmsv strr amine 

Yuji Naka and Sonic Team, which contains a handful of the original 
Phantasy Star creators, are putting the finishing touches on Phantasy 
Star Online, and the latest of what we've seen almost makes us forget 
it's been more than seven years since the last offering in Sega's classic 
RPG series. The look of the game is certainly not in question, but what 
about the online components? And will the single-player experience be 
pure and satisfying? So virginal is the exploration of online territory 
that clear answers probably won't arrive until the final game is in our 
hands in February. 


Pictured above: HeadHunter (A-D) lets you go all Hollywood playing a bounty hunter who likes to race bikes and kick ass, 
Knight Rider meets Miami Vice. Next up (E,F) Black and White is set to knock creation-based gaming online on its ear and 
these shots, we’re afraid, just don’t do it justice. And lastly (G-J), PSO will change your life forever. 


company number one. At the end of the two-day summit, we walked 
away with a brand new respect for the state of gaming and Sega. We 
were amazed at how much innovation is going on at Sega. The amount 
of information we are not yet allowed to report on is even more exciting 
than what we've revealed so far. At the risk of having a contract put out 


on us, all we can say is you ain't seen nuthin' yet. Chances are, if you 
can imagine it, Sega is doing it. Be sure that 2001 will be an incredible 
tug-of-war for your consumer dollars. And if you decide to spend your 
money on Sega, we’re confident you won’t be disappointed. 


www.gamersrepublic.com 





























I— 


irsrepuDMt.com 


sega games 


□nMTonn usr: retiuorw Rooms 

So it’s not the conversion of Daytona 2 that many were hoping for or expecting, but we should 
be thankful that a Daytona has finally found its way to the Dreamcast, especially one with net¬ 
work capabilities. The aptly named Daytona USA: Network Racing allows up to four players to 
compete against each other online. Ten circuits will be available for racing, including three from 
the original Daytona, two from Championship Edition, and five completely new courses for the 
Dreamcast. Graphically, expect the best looking home version of Daytona yet, though how it 
compares to the Model 3 Daytona 2 remains to be seen. At the very least we should get a pop¬ 
up free view of the famous Sonic mountain. 


1 S LUHEELER 

It’s always interesting how the Japanese can go after such a uniquely American institution as 
the 18 wheeler with such gusto. But that’s just what they’ve done in 18 Wheeler: American Pro 
Trucker, the Dreamcast version of the very amusing arcade original. With its catchy blend of 
truck stop charm and fast, arcade bred gameplay, 18 Wheeler is almost impossible to play with¬ 
out a smile on your face. Your goal is to deliver cargo to a destination before your rival by any 
means necessary, using techniques like drafting other vehicles to boost your speed. And best 
of all, you will be able to play 18 Wheeler online against a friend. 


RGRRTHR 

One of the most delightfully imaginative games in a long time, Toy Commander was the first 
Dreamcast effort from No Cliche, and now the talented Sega-owned developer is plunging into 
dark territory with the adventure-horror game Agartha. No Cliche is investing a tremendous 
effort into cultivating a rich and disturbing atmosphere, supported by a supremely interesting 
setting: In a tiny village in Romania, a city known as Agartha is discovered, a gateway to the 
underworld. You’ll actually be able to choose between saving the pure of heart or aiding the 
demonic spirits. And devilishly commanding control is given to the main character, granting him 
freedom to kill anyone he chooses. 


OUTTRII5C5ER 

There is an alternative to Quake III Arena and Unreal Tournament for online shooting action. 
Sega’s Outtrigger combines the speed and intensity of these games with smaller, more chaotic 
levels and even the option of playing in a third-person mode. Consider it a Japanese interpre¬ 
tation of the American FPS. 

As with other SegaNet enabled games, up to four players can compete online, and you’ll be 
able to enter chat rooms for further pontification on the finer points of blowing each other up. 
And in a nod to the PC games which inspired it, Outtrigger will support the Dreamcast mouse. 
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sonic RDVEnTURE 2 

Okay, here’s what we know about Sonic Adventure 2 so far. First, no bugs. SA2 will be a clean, 
mean, Sonic machine. Yuji Naka’s had infinitely more time on this one, so fasten your seat belts 
and put your tray tables forward. The A-life Chaos will take on new life online, Sonic and Knuck- 
pl les will be the main characters and SA2 will have gameplay more reminiscent of the 2D games. 
s * Sonic has a new move, too: he can grind on rails, Jet Grind style. The game is also said to be 

" " darker, taking on a more sinister ambience like in Sonic CD. The new dark Sonic pictured above 
(looks like a mecha Sonic skin job) will obviously play a key role in that respect. But whose side 
is he on? The story will unfold in real-time cinemas 
when we find out. ~V 
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Attention, sinners. The most infernal arcade racer ever now runs online. All the 
hellish tracks, tricked out cars, and shady side bets from the original Speed Devils 
return - plus 11 new cars, and 21 new ways to put your hard-earned cash, car, 
and street rep on the line. Hey, leave the "legal" sports for those cornfed boys down 
the street. SegaNet just got itself a red light district. 
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GAMES REVIEWED 
THIS ISSUE 


Domestic Reviews 


102 DalmatYons DC D 

Banjo-Tooie n64 B 

Blade ps 0 

Bugs and Taz ps B 

Cannon Spike dc B 

Chicken Run dc 0 

Dinosaur dc C 

Donald Duck GQ ps2 B 

Donald Duck GQ dc 0 

Driver 2 ps B 

Ducati ps B 

The Grinch dc F 

King of Fighters Evo. dc B 

King of Fighters ‘99 ps B 

Kiss: Psycho Circus dc B 

Lunar 2 ps A 

Max Steel dc B 

Mickey’s Speedway n64 C 

Moto Racer WT ps B 

Ms. Pac-Man dc B 

Raycrisis ps B 

Razor ps B 

Silent Scope dc B 

Skies of Arcadia dc A 

Sonic Shuffle dc C 

Super Bust-a-Move ps2 B 

Surf Rocket Racers dc B 

Tomb Raider Chronicles ps B 
Top Gear Daredevil ps2 C 

Typing of the Dead dc B 


Import Reviews 

Fist of the Northstar ps 


Sports Reviews 

Fifa 2001 ps2 
HBO Boxing ps 
Knockout Kings 2001 ps 
March Madness 2001 ps 
PS Pro Beach VBall ps 
Q-Ball ps2 
Ready2Rumble 2 PS 
Xtreme Sports dc 


GAME OF THE MONTH 

Skies of 
Arcadia 


Rain of Swords 


Handheld Reviews 

Batman Beyond gbc C 

Dave Mirra BMX gbc B 

Disney’s Aladdin gbc 0 

Donkey Kong Country gbc A 
emperor’s New Groove gbc F 
Inspector Gadget gbc C 
Jungle Book gbc B 

Powerpuff Girls gbc F 

X-Men gbc D 


dt=\jp.lnper/piihlisher: SEGA 


Sega’s special brand of role-playing 
has returned. Skies of Arcadia succeeds 
on every level—story, soundtrack, char¬ 
acter design, and gameplay. 
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I t’s been awhile since a Disney franchise got 
the red-carpet treatment we grew so accus¬ 
tomed to back in the day, when Dave Perry 
and co. sat at Virgin Interactive dispensing 
memorable platformers like they were hot 
pretzels. Since, Disney’s standards have 
dropped a bit, hitting an all-time 
low with Disney’s Magical Racing, 
f an abysmal kart racer that would 
have been better off if it never got 
|f out of the Magic Kingdom. Anyway, 
whoever appointed Ubi Soft sole propri- 
i etor of the latest Donald Duck games, the 
I most sacred Disney character next to 
■ Mickey Mouse, was a wise man (or 
woman), because they have crafted a 
kj skillful, although somewhat short, 
platformer in a relatively short 
f amount of time. While the N64 and 
m Dreamcast versions rode on the Tonic 
f Trouble/Rayman engine, I don’t know 
where Ubi came up with a solid PS2 engine 
so fast, but nevertheless, they’re set to deliv¬ 
er the first platformer for the system—and it’s 
an impressive debut. 

The PS2 game, while similar to the identical 
Dreamcast and Nintendo 64 versions in terms 
of overall design (which is basically Crash 
Bandicoot with a duck), is a completely differ¬ 
ent game. Although still on rails, the levels are 
wider and feel more open, the architecture is 
at times stunning, and the difficulty has been 
turned way up, taking into account the PS2’s 
older and more seasoned user base. The 
result is a twitch gaming tour de force—plat- 
forming-by-the-numbers at its best—com¬ 
plete with a double jump that’ll hearken you 
back to the days of 16-bit. Floating and/or dis¬ 
appearing platforms, timing stints, mad chas¬ 


es, and pattern-based bosses abound. 

While the game’s overall structure looks 
like it could have been achieved on Dreamcast 
(in fact, I can’t figure out why they opted for 
the kids’ version instead on DC), the Donald 
model itself is a step above the DC duck, and 
the animation is superb. 

If you’re in the market for a solid action- 
platformer, this one’s kind of a no-brainer: the 
re-playability is made to order, the control is 
tight, the graphics are gorgeous, and it’s 
brought to us by one of the most beloved 
teams in the industry, er 


■ pinpomr reeurhte coiitrols 

IT S TOO OOPJO SHORTI 


■ SUPERS OnimRTlOO 

■ GORGEOUS EOVIROOnEOTS—GREHT UGHTIOG 


If this game was twice as long. I’d be in platforming heaven. I don’t know how 
i’d get there from shooter heaven, but I’m sure I’d find it. 
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■ fiEU four-mrr fight ms terms 

• RUESOME 30 BREKGROUROS 


REO GEO POEKET SUPPORT HRS BEER REP10VE0 
EHRRRETER SPRITES LOOK ORTEO 


I-HTM3 OF FIGHTERS 

EVOLUTIOn 

SNK lilies on as the world's most legendary fighters once again 

join forces for the ultimate martial arts tournamBnt 


bv cmfus HCJf=f=mmn 


S NK may be gone in the U.S., but King of Fighters, 
thankfully, is living on thanks to Agetec. Superior in 
every way to the PlayStation version—or heck, even 
the arcade version—King of Fighters Evolution (based 
on KOF '99) takes the ever-popular team battle system 
and adds new characters, enhanced graphics, and even 
a fourth man to each team to deliver another strategic, 
action-packed, fun fighting experience. 

As always, KOF's biggest strength is that it takes all 
of the greatest SNK fighters and tosses them into one 
game. Faves like Terry, Andy, Mai, Ryo, Robert, Yuri, 
Choi, Chang, Ralf, Clark and, of course, lori and Kyo are 
all back, and new characters like K' (a character that 
fights suspiciously like Kyo), Bao (a gender-bending 
kid), and Jhun (northern kung fu artist extraordinaire) 
have been added, for a total of 33 warriors. Though the 
gameplay hasn't changed much from previous KOFs, 
teams are now comprised of four fighters each: three 
combatants and a "striker" who can be called in a lim¬ 
ited number of times for assists. New to the DC version 
are several exclusive strikers, including two all new 
characters, Vanessa and Seth, plus MIA combatants 
like Billy Kane and Goro Daimon. 

Drawing upon the Dreamcast's strengths, KOF's 
visuals have been given a nice upgrade. All the back¬ 
grounds have been redone in 3D, and while they aren't 


incredibly smooth, the effect of depth it adds is quite 
nice. Little extra animation details, like exploding fire¬ 
works, dripping rain, and planes flying past, 
add a lot to game's visual appeal, and the 
new carnival and clock tower stages are 
truly spectacular. Unfortunately, the charac¬ 
ter graphics haven't been enhanced (they 
look severely 32-bit), but the animation is 
still sweet and SNK's trademark wicked cool 
design still shines through. 

Fans of the King of Fighters series will no 
doubt be pleased with this conversion. Evo¬ 
lution has tons of characters, a great sound¬ 
track, smooth, responsive controls, and it's 
fun to play. The only real complaint is that 
it's still essentially the same game that 
we've been playing for years. But when 
you've got a fighter as rock-solid as KOF, 
does that matter? gr 


A SOLID 2D FIGHTER FROM THE MASTERS AT SNK, ENHANCED WITH NEW STRIKERS AND 
FANTASTIC BACKGROUNDS. 
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Four years on and Nintendo’s Wave Race 64 is still the standard. 

URL makes, i gaM eM, but thera’a or comparison 


T his game’s biggest stumbling block is a four year old piece of Nintendo 
software called Wave Race 64. Without that seminal effort, CRTs Surf 
Rocket Racers might be considered the best console jet ski game of all time. 

However, this has less to do with the quality of the game, though it’s fair¬ 
ly good, and more to do with the fact that no one has seriously attempted 
to make a jet ski racer on console (barring Vatical’s Sea-Doo on PS) since 
Wave Race 64 .1 imagined that many developers would have jumped at the 
chance of using the Dreamcast’s processing superiority to further evolve 


the incredible wave physics that Nintendo created for Wave Race. But for 
whatever reason, it’s taken two years since the Dreamcast’s Japanese debut 
before someone has attempted it (I completely discount Midway’s utterly 
pointless Hydro Thunder). 

CRI (actually a part of CSK, Sega’s parent company) has taken up the 
mantle with Surf Rocket Racers, and as is often the case with CRI games, it’s 
a solid, visually accomplished, professional effort that lacks that last touch 
of design skill to make it truly memorable. 

At the heart of Surf Rocket Racers’ ultimate failure, however, is 
Wave Race 64. You can’t make a merely good game four years after a 
brilliant game on a technically inferior system has set the standard. 
It needs to be at least as good after such a span of time, and Surf 
Rocket Racers is nowhere near Wave Race. 

This gulf is most prominently manifested in SRR’s wave physics. 
To be sure, they’re the best attempted on Dreamcast, but compared 
to that other game I keep mentioning, it’s a weak approximation. And 
as I went back and played Wave Race to compare the two, I became 
convinced that there is some kind of black magic at work in the way 
that game feels, because you really get the sensation of riding waves 
in a way that just shouldn’t be capable 
on that hardware. 

If you think I’m being unfair to this 
game, keep in mind that the developers 
have had literally years to study Wave 
Race, and could have come a little clos¬ 
er than they did to capturing at least a 
morsel of that brilliance. I will say in 
Surf Rocket Racers’ defense, however, 
that it is a decent jet-ski game if you 
have never in your life played Wave 
Race 64. C5R 



urn ve phvsics cnn t eohprre to urve rree gh 
nnnovinE tipie svstepi 


Taken in isolation, CRI’s Surf Rocket Racers would probably seem better and 

CERTAINLY MORE ORIGINAL THAN IT DOES GOING UP AGAINST A FOUR YEAR OLD N64 GAME. 


B- 
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I n the wake of the hype surrounding the PS2, the Sega 
Dreamcast is slowly engulfing its patrons with some of 
the finest RPGs ever created. An event the Sega faithful 
screamed for back when the Saturn was introduced, it has 
finally come to pass. Not only is Sega back, but they’ve 
brought their role-playing tradition with them. Before PSO 
redefines the category for a second time, we get to partake 
in Grandia II, a true diamond of an RPG, and Skies of Arca¬ 
dia, a game equally as compelling but different in almost 
every way. Two diverse top-notch RPGs in the same month. 
Pinch me. 

Skies draws much of its appeal from its cast of expressive 
characters. While the actual models aren’t quite as detailed 


as those found in Grandia II, we get to 
know them on a more intimate level in a dis- 
tinctly up-close-and-personal way—and these 
are characters you’ll be glad to know. Vyse and 
Aika’s adventure unfolds in such a way that you get 
the feeling you’re along for the ride—an eyewit¬ 
ness to their struggle-and what a sweet ride it j 
is. The story and writing in Skies are excellent, J 
perhaps the best I’ve encountered. I’m not /& 
wild about the sporadic exclamations the 
characters verbalize to accent their 
sentences, but all is forgiven in _J||| 
this case. iKSir 
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One of Skies best features 
is the character’s vivid 
V expressions , as you 

\ can see above and 
% throughout these 
pages. 


gating, along with the odd moonberry or expensive healing property. As 
a rule of thumb, the straightest and quickest route to each boss usually 
results in your quick demise. Nestled within each dungeon, Zelda-esque 
puzzles provide pleasant distractions. Uninterrupted by battles, they add 
diversity to the usual droll of the walk/fight element, and visually they 
are simply awe-inspiring. With the camera positioned to afford the maxi¬ 
mum view, they are truly fantastic to behold, and grow steadily better as 
the adventure unfolds. With save points at the beginning of each dun¬ 
geon (and most importantly, just before each boss confrontation), in case 
your strategy or party isn’t quite up to snuff, you can re-equip and jump 
back into battle in a snap. This is especially helpful in Skies’ innovative 
and heavily strategic air battles, which require a certain level of patience 
and wit. 


Looking into Skies’ battle system, we find a complex yet sim- 
ple-to-manage system based on moonstones—colored frag¬ 
ments that empower weapons. Certain colors correspond with 
certain powers and special moves, so depending on your sur¬ 
roundings, the idea is to equip and build up the elements 
best suited to take down that region’s inhabitants; col- 
Lj. lecting moonberries that allow you to unlock special 
ML moves in battle is key. In order to fully equip your party 
■Uk and outfit them with the proper tools to deal with the 
ijMk game’s spectacular bosses, it is necessary to search 
WSmSjk every vein in a given dungeon or labyrinth. You’ll 
almost always discover weapons and armor 
j Pjk indigenous to the environment you’re investi¬ 
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■ OPE OF THE BEST STORIES I'VE EOEOUOTERED 

■ HISHLV EXPRESSIVE 000 IOTERESTIOE EHOROETERS 


■ OIR BOTTLES! BREOT PIOSIEl THE EOOLEST EITIES EVER! 
M EXEELLEOT UR/T/OG THROOGHOUT HOD... O PLOT TUISTl 


Skies is exceeded my expectations. The deeper I got, the more I loved it. It’s long 

BUT NEVER BORING, IS SIMPLY A MARVEL TO LOOK AT, AND THE STORY IS MOVIE QUALITY. 
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The architecture in Skies’ towns, villages, 
and kingdoms are gorgeous and they grow steadily 
better as the game progresses. While they’re not 
quite on par with Grandia IPs, they are presented in 
such a way that they are as, if not more, compelling, 
filled with lively residents, from the odd dwelling to 
the shops and shadier establishments. Everyone you 
meet, from the lowlife’s to the snooty rich folks have distinct 
personalities that come through both verbally and expres¬ 
sively, and as the story unfolds, you feel an uncanny connec- 
| tion with the broad range of heroes and villains. 

Getting on with something I do not especially care for, you 
cannot see the enemies but instead are captured, FF style, 
into each battle. Thankfully, the game affords you generous 
space between battles, or this would 


drive me mad, especially seeing as how the battles unfold slowly, 
spinning into place for what seems like an eternity. And thankful¬ 
ly, you can usually run remarkably far before confrontations. In 
fact, a few times I found myself having to go back and trigger more 
in order to earn the money needed to outfit my party with the 
finest weapons and defenses. Also, as you become powered up, 
the battles lessen, so the walk/fight quotient, while not ideal, is 
never cause to see if your controller can fly. 

As important as any single RPG element, the music in Skies is 
masterful, to the point that it lifts the overall experience—reach¬ 
ing beyond the visual presentation to envelop you in its amazing 
world in the sky. Skies of Arcadia is a spectacular effort. In terms 
of pure gaming satisfaction for the old-school user, the Dreamcast 
is fast becoming a truly legendary platform, gr 























































































manipulate dinosaurs in 3D, high-resolution textures—including multi- 
textured skin and environments—skin deformation technology, and 
additional film clips from the asinine yet gorgeous feature film in which 
very large dinosaurs speak like rich English folks. 

Undoubtedly a tough story to convert into a game, the design actu¬ 
ally makes sense in relation to the material. While not an overly frenet¬ 
ic game by any stretch of the imagination, it’s user-friendly enough to 

_ appeal to its core audience (which is mainly 

m younger kids) and the odd Disney fan who must 
consume everything the magic kingdom churns 
out. Ubi has successfully integrated all of the 
1 M characters who shared screen time into the 
a dventure: Aladar the Iguanadon, Zini the 
Lemur, Flia the Pteranodon and all of the slack- 
mm er dinos who couldn’t keep up the pace. They 
must help each other in each movie-derived 
^™gi level, carrying out tasks until they all (along 
% with any stragglers) reach safety. Along the way 

||H |9 each character levels up RPG style, adding a 
CONTINUED ON PAGE 124 ► 


A fter playing the PlayStation version of Dinosaur, I didn’t hold out to 
much hope for the Dreamcast version. An overhead action game 
based on multi-tasking (and chatty) dinos, it seemed destined for the 
PS-to-Dreamcast cloning machine. Much to my amazement, however, 
Ubi Soft has actually taken the time to rig Dinosaur with some authen¬ 
tic Dreamcast attributes. Dreamcast kids get three additional missions, 
a real-time encyclopedia feature that allows them to catalog and then 


THE VOICES ORE PRETTV RdflOVIflG 
FRRFRE ROTE IS R BIT URRULV 


■ ORE OF THE FEU RETIOR-PUZZLE 6RPIES THIS VERR 

■ LOTS OF ORERP1CRST EXTRRS IRCL: REU LEVELS CTEHTURES 


Not what I’d call an ideal top-down adventure, but Dinosaur has more good 

POINTS THAN BAD WITH A STRONG EMPHASIS ON TEAM PLAY. IF ONLY IT RAN SMOOTHER... 
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HUT T H£ VISIBILITY'S SO POOR. 
NOW TO P INO TH€IR TRACKS ? 
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W e live in a strange world. Mattel's Max Steel 
Covert Missions, based on the CG-rendered Sat¬ 
urday morning toon on the Kids WB—check your local 
listings—gets the red-carpet treatment, while the 
Grinch, which is on track to gross well over 200 million 
(and features a real actor) gets a shoddy pile of steam¬ 
ing poo. Seeing as how I fill my TiVo 
* solely with South Park episodes and 

' - f ' Saturday morning TV, I couldn't be 
happier. As for the Grinch-maybe 
./vj next time. 

Mattel did two very smart things 
when they set out to turn Max Steel 
j ... into a video game: they decided to 
make it a dedicated Dreamcast game 
" : instead of exploiting it over several 

£ platforms, and commissioned Tre¬ 
yarch and their willing Draconus 

engine to build it—the combination of 
which has culminated in one kick-ass 


Dreamcast exclusive. 

Picking up where they left off with their impressive 
first Dreamcast effort, Draconus, Treyarch has added 
quite a bit of polish to their engine. They remain the 
texture kings (man, this game looks great). The control 
and character animation have been refined, and the 
gameplay benefits from a bevy of new play mechanics. 
Max has all sorts of gizmos at his disposal—guns, self- 
detonating mines, grenades, noisemakers, pulse zap- 
pers; if it hurts Dread scum, Max can use it. He can also 
perform a sideways roll, a back flip, perform several 
kicks and punches, crawl through tight spaces, and 
hoist himself up on any plateau he can reach. The only 
thing Max doesn't have is a strafe. I guess when you're 
the world’s only Nano-Tek-enhanced human, you don't 
need one. Max’s turbo and stealth get him through 
what the other stuff can't, but as any Max fan worth his 
steel knows, they are limited. Through a bio link in 
Max's skin, his confidant, Dr. Roberto (Berto) Martinez, 
is in constant communique, cuing Max in on weapon 
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■ music uno souno effects hre excellert 

■ STROPS CHRRRCTERS RtlD STORY FROm THE TV SHOLJ 


■ EXTRCmCLY UJELL THOUSHT OUT RnO PUT TOBETHER 

■ GORGEOUS TEXTURES RRO IR-GRmC mODELS 


This one is a no-brainer. If you own a Dreamcast and like mission-based action- 

adventure, THEN YOU SIMPLY MUST PLAY MAX STEEL. 


Treyarch is fast becoming known for their 
detailed in-game models. The game benefits with 
real-time cinemas that meld seamlessly into the 
game play. 


usage, and the shapely Rachel Leeds keeps Max 
abreast (ahem) of each situation at hand. 

As one would imagine, Max Steel is mission- 
based and follows storylines based on a chain of 
events revolving around N-TEK and its battle against 
its arch nemesis, the evil Dread organization, and its 
leaders, John Dread, Psycho, and L'etranger. 
Although the gameplay is fairly straightforward, 
with the requisite shooting, fighting, jumping, 
climbing, timing maneuvers, stacking, taking out 
security cams, etc., gobbling up the action, the 
game is doused with enough exploration, puzzle 
solving, switch throwing, and item-based events to 
form a complete and very satisfying overall experi¬ 
ence. The locales, like an underwater fortress laden 
with outer elevators, high-tech factories, and moun¬ 
tain strongholds, are spectacular, with architecture 
that out-fi’s most big screen sci-fi, and the solid and 
nicely designed in-game models (another Treyarch 
staple) help drive it all home in high style. Max Steel 
is one of the best-looking games on the Dreamcast, 
period. Leaving nothing to chance, the music, and 
especially the sound effects, are exceptional, too. 
When a chain- link fence goes down, it sounds like 
you're back in the school yard scaling the fence to 
cut class. Treyarch has aso wisely included a diffi¬ 
culty setting, a rarity these days with so much rush 
development going on, so you can tailor a game to 
your experience level. This is especially good for 
Max’s younger fan base. 

Max's incredible graphics, great license, and 
Johnny Quest-meets-Solid Snake theme will grab 
you and the deep gameplay and well-designed and 
-executed levels will keep you 
glued to your chair. Max Steel is yet 
another must-have Dreamcast 
exclusive, gr 
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B efore the introduction of the Dreamcast, the last mood-inducing 
FPS I'd encountered was Doom II on the PlayStation. It was just 
about that time I began to become enamored with the breed which, as 
fate would have it, would soon be reduced to a series of lifeless frag- 
pfests devoid of story, puzzle elements, ambience and everything that 
made the genre thrive. While I'm not the biggest fan of first-person 
shooters, these days Maken X and now Kiss Psycho Circus: The Night¬ 
mare Child have begun to rekindle my interests. Based on characters 
from the Todd McFarlane comic books, Psycho Circus is much like Doom 
and the original Quake, fraught with switches and hidden walls, evil and 
diabolical overtones achieved through music and character design, 
highly Goth landscapes, and a truly wicked assortment of weaponry. 
Where it rises above the norm is in the area of character development 
and play mechanics, although it doesn't take much to innovate here, 
because these games rarely have any to speak of anyway. 

Each world begins with its subject, a mere mortal patterned after a 
member of Kiss. As you roam each nightmare, you need to assemble the 
Elder’s Armor, transforming your mortal alter ego into a sort of demigod 
by dawning the gauntlets, boots, vest, plate and mask hidden through¬ 


out. Once the four have emerged victorious in their separate quests, 
they will form into one to battle the Nightmare King. Besides the 
usual— dark layered scrolling skies, minions of evil monsters, puzzle 
solving and platforming—Psycho Circus includes the use of a whip 
(Kisslevania!) that adds a great dynamic to the game and plays host to 
an array of extremely clever, usually disturbing overlords and bosses, 
not to mention some truly unforgettable architecture and level design. 
As for the essentials, clipping is kept to a bare minimum and, although 
the frame rate does chug when displaying an ungodly amount of ene¬ 
mies and structures, it maintains a smooth 30 most of the time. There 
are a few bugs creeping about as well, but nothing to go all psycho over. 
And while some are miffed by the lack of online compatibility, I welcome 
its absence; a game should be one or the other so that neither suffers. 

Psycho Circus picks up where games like Doom and Quake left off, 
bringing with it a dark comic-book universe, unique character designs, 
and great playability—for one player. The real crime is that Take 2 never 
released Dreamcast versions for preview or review to the press. This 
review comes months after the game's release and I had to buy it (imag¬ 
ine!). GR 
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\Head bangers don’t get older, they just get RICHER. What’s next, KISS Cola? What 

[am I SAYING, I KNOW BLACK DIAMONDS BY HEART. COLD GlN ANYONE? IT’S HOTTER THAN... 
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B lade, in many regards, seems very inspi 
Running through blood-splattered hallv 
lined with corpses and illuminated only b\ 
dimmest torch flicker; fearing for your life 
12-foot tall beast-like monstrosity bi 
through a brick wall and uses its decaying 
razor-sharp claws to slice through flesh; ji 
ing with surprise as a vampiric assassin erne 
from an unseen crevice—all are moments w 
you'll realize that the team behind Blade 
great care to recreate the character's c 
book-inspired dark surroundings and decic 
horrific atmosphere. The environments, def 
their shadow-drenched nature, are detailed 
well-constructed, with realistic textures of c 
ister cityscape peeking out from the glooi 
well as they can in any PS game. The main < 
acter is well-modeled, and unsettling music 
quality voice acting further set the stag* 
undead thrills. 

However, despite this chilling setup, B 
fails to make the cut as a solid action-adven 
Simply put, the gameplay is uninteresting, 
is basically limited to killing enemies and 
ing simple puzzles (get key, hit switch). The 
els are long and quite challenging, but th< 
really little of interest to do, and the slice-s 
action is devoid of advanced techniques. B 
can't even use some of the most basic adve 
ing moves, like pulling himself up on ledge 
make matters worse, the engine is riddled 
numerous annoying flaws. The frame rai 
choppy at times, the shift from behind-the- 
to a fixed overhead camera is discomforting 
inventory is way too limited, and the save 


Oh yeah. I just remembered I’m supposed to 
wax uour worthless ass. 


tern is frustrating: you can only use a save point 
once. The addition of a look button and assign¬ 
ment of the strafing keys to the shoulder trig¬ 
gers would have helped immensely, too. 

The result is a game that's atmospheric but 
strictly average when it comes to gameplay. If 
you got into games like Nightmare Creatures 2, 
then you'll want to give Blade a try, but other¬ 
wise it might not be worth taking a stab at. gr 
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tion like only the best RPGs are able to. 

Complimenting the magical story are 
the rich hand-drawn visuals. Those who 
don't appreciate the beautiful majesty of 
2D graphics may scoff at the old-school 
appearance of Lunar 2, but the detailed, 
brilliantly colorful characters and back¬ 
grounds are both pleasant and charming. 
Even better are the excellent anime 
cutscenes. Much like in Lunar: SSS, the 
game's key moments are rendered as 
glorious animation that combines tradi¬ 
tional cel art with nice CG. Though you'll 
notice the compression and pixel crawl, 
you'll still long for more. 

Musically, Lunar 2 is a treat. Generally 
upbeat and whimsical, the tunes are 
catchy enough to keep you humming (or 
singing, in the case of the great ending 
songs) well after you’ve turned off your 
PlayStation. Top-notch voice acting and 
sound effects also soothe the ears. 
Lucia's mysterious, innocent nature is 
captured especially well, and the way her 
voice sounds more human as she devel¬ 
ops as a character is a nice touch. Hiro 
and Leo, with their voices sounding 
appropriately adventurous and heroic, 
respectively, are all also notably good. 
Borgan and Lunn are a bit cheesy, and a 


The grand adventure takes Hiro, Lucia 
and their companions from one end of 
the Silver Star to the other, from desert 
ruins to haunted houses to snowy peaks 
and maybe a bathing hole or two. The 
journey even takes the heroes to locales 
from Lunar: Silver Star Story, complete 
with characters that are guaranteed to 
leave a warm, fuzzy feeling for fans of the 
original. Challenges come from not only 
wild monsters and Althena's Guard, 
which believes Lucia to be a force of 
destruction, but also from the charac¬ 
ters' personal tribulations. Seeing Lucia 
evolve from a naive outsider to a com¬ 
passionate individual, watching Ronfar 
face the fears of his past, and struggling 
with Leo as his senses of duty and justice 
collide draws players in and evokes emo¬ 


I As the above screenshots show, the PlayStation 
version (right) of Lunar: Eternal Blue is far more 
rich and vibrant than the Sega CD original (left). 
It’s amazing how much has been enhanced, but 
surprising how things have been cut—the most 
notable being when Hiro is nearly terminated 
and then revived thanks to the magical powers 
of the Blue Spire (left), a scene only on Sega CD. 
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The big gameplay innovation in Lunar 2: Eternal Blue Complete is 
the new crest system for granting or enhancing ablities. By equip- 

ping certain combinations 
ill you can unlock even 
greater powers. Try the 
Healing Crest with Magic 
Eye to absorb enemy HP, 
Warrior Crest‘with Mind 
Crest for attack +30 (but 
low speed), or Shiro Crest 
and Chiro Crest to get a 
range of 200! 
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The big gameplay innovation in Lunar 2: Eternal Blue Complete is 
the new crest system for granting or enhancing ablities. By equip- 

ping certain combinations 
ill you can unlock even 
greater powers. Try the 
Healing Crest with Magic 
Eye to absorb enemy HP, 
Warrior Crest‘with Mind 
Crest for attack +30 (but 
low speed), or Shiro Crest 
and Chiro Crest to get a 
range of 200! 
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few of the cries in battle are extremely 
strange ("Let's kick it up a notch!" and 
"Taste my refreshment!" for example), 
but at least you can turn those off. 

For those long-time Lunar fans who 
have been with the series since the Sega 
CD days, the question is, "How does it 
stack up with the original?" Surprisingly it's 
not as clear-cut as you'd expect. The PS ver¬ 
sion is enhanced in many ways: the pay-per- 
mm save and magic upgrade system are gone, 
f the writing is perfected, the inventory 

\ system is enhanced, random battles have 
\ been replaced by visible enemies, and an 
Jk awesome crest system for augmenting char- 
00 acters' abilities adds loads of depth to 
gameplay. The severe difficulty has also been 
tweaked to near perfection —but at a price. The phe¬ 
nomenal dungeon design that was so good on the 
Sega CD has been sacrificed in favor of making the 

- game more 

| user-friendly, 

- and while 


removed, making this 
version less Complete 

than you'd expect. 

However, I can't complain about the numerous 
enhancements made over the Japanese version of 
Lunar 2. You can now store up to 30 save files on 
one memory card (compared to three in japan), the 
video resolution of the animated scenes has been 
improved, extra vocal sequences have been put in, 
and annoying music slowdown has been removed, 
for instance. Having played through the Japanese 
version, believe me when I say that little touches 
like this make all the difference. 

I'm still undecided whether Lunar 2: Eternal Blue 
Complete is better than the Sega CD original, 
whether the gorgeous cutscenes, new play ele¬ 
ments and enhanced sensory experience make up 
for the easier dungeons and streamlined story. But 
I'm positive that Lunar 2 is a fantastic game either 
way. The gameplay, story, music, characters and 
visuals come together in a game that can only be 
described as a magical RPG (and Working Designs' 
awesome packaging and extra goodies don't hurt 
either). If you missed Lunar 2 the first time around, 
don't let it happen again, gr 
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I PLAYED THE SEGA CD VERSION, THE JAPANESE VERSION, WROTE THE PREVIEW AND THE 
REVIEW AND YOU KNOW WHAT? I STILL LOVE TO PLAY THIS GAME. 


newcomers won't 
notice, diehards will 
miss the perfectly 
crafted mazes of the 
ice caves, the dragon 
lairs, and especially 
the final dungeon. A 
few story elements 
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Less complex than past games in the series, this lastest Tomb Raider is familiar 

BUT SATISFYING. THE FORMULA STILL WORKS. 
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And once again, Miss Croft jumps and climbs and shoots and raids 

aM swims to mh the tuawM in tk. rough 


T his may be the fatigued Lara Croft’s fifth 
adventure in five years, but there’s just 
enough life left in her to keep the Tomb Raider 
spirit flowing. Something about this series still 
manages to crawl under my skin—that engross¬ 
ing sense of adventure and reliance on sprawling 
exploration and subdued mystery. All it takes is 
the airy seduction of the opening theme music to 
spark my enthusiasm for yet another search for 
some mystical artifact in some exotic locale. 

Opening the story of Tomb Raider Chronicles is 
a superbly produced CG sequence that leads to 
acquaintances of Lara discussing her presumed 
death. Memories of Lara’s past are recalled, set¬ 
ting up the first of four chapters that cover differ¬ 
ent periods of her life. The first chapter takes 
place in Rome; the second chapter in a Russian 
nuclear submarine; the third chapter follows a 
young Lara on her first adventure in a ghost- 
infested Ireland; and the final chapter shows us a 


high-tech Lara cloaked in black, skin-tight spy 
gear sneaking through a sterile high-rise. 

As strained as this engine has become on 
PlayStation, the look of the game is still widely 
engrossing, relying on compelling settings and 
atmospheric lighting for great effect. Outdoor 
areas tend to show the biggest visual holes; the 
angular Tomb Raider visual aesthetic still lingers. 
But as every good Tomb Raider fan can attest, 
the sense of mystery and subdued tone is so 
strong that even the most clunky design seems 
to come alive. 

Here’s the deal: Tomb Raider Chronicles is not 
for the anti-Lara Croft crowd, and it’s practically a 
quarter the size of the last adventure, and it’s 
more of the same. Which is just good enough for 
this Tomb Raider fan. gr 
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If any game was to push the PlayStation hardware to meltdown, 

it’s Driver l It’s i sham iL isn’t on. a 12IHiit system 
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D river is easily one of the best games 
the PlayStation library holds, and I 
believe that it is the only adventure game 
that uses cars to drive the story. I'm not 
sure if that holds any importance in the 
grand scheme of things, but its concept is 
one that, if not executed with extreme 
precision, could have resulted in disaster. 
But with Driver, the opposite holds true, 
so before I go on any longer, I should stop 
to recommend placing it on your list of 
games to pick up. And after playing the 
sequel through to the end, despite its 
flaws, I feel more than comfortable rec¬ 
ommending Driver 2 as well. 

What ultimately attracted me to the 
game is the graphics—some cleverly 
blended organic textures and high poly 
models in not only the environments, but 


also the vehicles. Add weather effects like 
rain, complete with slick, reflecting roads, 
and I was impressed. Now this apprecia¬ 
tion comes with a bit of the realization 
that I may be in the minority with my opin¬ 
ion, and I would understand why. 

Which is why it's important for me to 
address some evident shortcomings. 
Most important, the frame rate. At times 
the game pauses for nearly a second — 
bad enough that, when it happened the 
first time, I was about to get up and press 
reset. Soon I learned this will happen in 
isolated areas where the system is trying 
to display all the mayhem going on 
onscreen while streaming certain portions 
of the city. The average frame rate lies at 
about 14 frames a second, with constant 
flux and severe draw-in. Of course, these 
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problems are so detrimental to graphical 
impact that they’ll probably disappoint 
players, yet the game compelled me enough 
to see what happened at the end. 

A textbook story of an undercover cop 
infiltrating the mob helps string together a 
healthy amount of driving scenarios. Of 
course, with these chase and be-chased sit¬ 
uations comes the ability to slice, dice and 
make a really nice movie of your pursuit 
through the streets and save them to your 
memory card. Not that you would do it 
often, but I can assure that you will find the 
desire to try it once, given a level where all 
the variables work in your favor: run your 
mission through playback and call the per¬ 
fect cameras to catch a near miss, bait or 
escape. 

The learning curve for Driver 2 is peculiar, 
to say the least. The level of difficulty over¬ 
all is moderate, only because levels are 
either a Sunday drive or a midtown rush. 
Rival Al is flat out ridiculous, making it 
inconceivable to avoid a head-on collision 
or any collision at all, yet the passive envi¬ 
ronment cars inhabiting each city perform 
fairly random acts to help sculpt a new 
experience each time you play. Mini-games 
lead you to push your perception of what is 


and isn't possible with your car, and the 
two-player games enable an equally under¬ 
standing friend to play video-game cops 
and robbers. 

Each car, truck and bus handles com¬ 
pletely independent of the other—another 
strong characteristic that kept me playing. 
Sometimes I needed to depend on out-dri¬ 
ving the rival cars or cops, while other times 
I had enough horsepower to smoke them 
out. The developers did a really good job 
mixing things up, including the instances 
where your character springs to action while 
on foot. 

Driver 2 already has extremely high pre¬ 
sale numbers, and Reflection has delivered 
a product that most should enjoy, br 
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Perhaps a little too ambitious for the hardware. 
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Those looking for a more straightforward 
Motocross game, or who prefer predominantly out¬ 
door venues, will want to fly the new Championship 
Motocross 2001 Starring Ricky Carmichael. While it 
still feels more like an arcade game than a simula¬ 
tion, refinements for 2001 include better balance, 
career mode, much-improved rider animation and 
cycle models, and more ear-bleeding alt rock than 
you can shake a boy band at. Perhaps the best new 
addition, however, is the added depth supplied by 
the ability to spend your earnings on upgrades such 
as pipes, sprockets, tires, and performance-enhanc¬ 
ing fuel. There’s also a create-a-rider mode in career 
which features stylish gear from O’Neal, Fox, Thor, 


S pectacular rider animation, realistic terrain, and 
sophisticated bike models are still missing in 
today’s motocross games, but these are limited only 
by hardware. With the new era of consoles 
approaching and game designers already having a 
firm grasp on how these games should play, the 
future looks bright for video games based on one of 
the world’s greatest speed thrills, professional 
motocross. 

There are two new motocross games on the scene 
for Christmas 2000, and while another 989 entry 
will be sorely missed after an excellent showing last 
year, both push the PlayStation to its limit. Let’s 
begin with EA’s update of last year’s physics-heavy 


Supercross 2000, Supercross 2001. Taking over as 
the best stadium-based console motocross game 
available to date, Supercross 2001 boasts refined 
controls and physics which, combined with EA’s 
power clutch and air-turn play mechanics, elevate 
the gameplay beyond a mere steering exercise. This 
additional level of depth requires the player to actu¬ 
ally master the ebb and flow of each perfectly repli¬ 
cated venue. Clearing the triples or reaching max 
speed through the whoops is never simply a matter 
of choosing the right line but distributing torque to 
the rear wheel via the clutch at just the right 
moment. Great stuff. The rider animation, sound 
effects, and commentary have been perfected as 
well. As for features, well, 
it’s EA, so expect the ( 
kitchen sink-plus mrmrm m 


Shift, and AXO; a deep assortment of official teams 
and riders; and Funcom’s amazing PS engine 
screams even louder than last year. This is the game 
to own if you like outdoor racing. The balance is set 
on the difficult side, but it’s really about tweaking 
your bike correctly for each track, so this year it’s a 
welcome addition rather than a problem. As a deep 
arcade-style racer, RC 2001 succeeds in every way. 
It’s a shame the first PS2 version of the game isn’t in 
Funcom’s hands. Pacific Light and Power, who mur¬ 
dered Road Rash, has a lot 
to live up to. 6R / 

Supercross 2001-B 
RC 2001-B+ HCEQI 
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After you crack vour head rid in a one of these things, take a load off 
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R azor scooters: whether they’re a passing fad or about to become as 
commonplace as the bicycle, they are popping out of China faster than 
herb tea, and helping to fill up emergency rooms nationwide. It’s no shock¬ 
er that a video game would follow, but for one to arrive in such a timely 
manner, development had to have started at least a year ago. Someone had 
a pretty good idea of where this thing was going. Whomever’s premonition 
Razor was, it’s about to pay off, because not only is this game ultra-right- 
on-time, it’s actually very good. In fact, I don’t know that it could have been 
done any better. Shaba Games? Who are they? 

Set up along the lines of the recent rash of skateboarding games, Razor 
lets you choose from two manga-style little tykes, boy or girl, and have at a 
check list of goals to open up subsequent levels. The back story—your 


friends have been kidnapped by a crazy robot—serves as a 
goal, but otherwise, Razor adheres to the formula, playing like 
a scaled-down version of T-Hawk: the shoulder buttons trigger 
spin with the modifiers on square and circle, and grinds on triangle. 

The engine is especially good: the usual z-buffering trash is practically 
nonexistent, the character models are solid and well-animated, and the 
control, though a tad squirrely, is easy to grasp and tight overall. One thing^ 
I do find particularly out of place, though, is the music. Seeing as how Razor 
will appeal mainly to kids as young as five, weighing it down with alt rock 
seems a bit weird. Otherwise, Razor comes highly recommended —helmet 
and pads optional, er 
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Razor came out of nowhere and really impressed me. Aside from Tony Hawk, it’s 

THE BEST THING GOING ON SMALL URETHANE WHEELS. 
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N intendo's sacred and most esteemed 
first-party developer, Rare rules over the 
Nintendo 64 like overlords, wielding their 
own special brand of magic with uncanny 
regularity. Year after year they make the con¬ 
sole do things that only a select few can, 
while delivering some of the most successful 
software on the planet. Rare generally 
makes two types of games: hard-core action 
games like the SNES 2D Donkey Kong Coun¬ 
try series; the legendary BattleToads; the 
even more legendary Golden Eye; their 
answer to Super Mario 64, Banjo Kazooie; 
and Jet Force Gemini—my game of the year 
for '99. More recently, Rare has begun pop¬ 
ping out more kid-friendly adventures that 
unfold in stunning story-book fashion, like 
Donkey Kong 64 and Banjo-Tooie. Seeing as 
how the majority of Nintendo's massive user 
base are kids and teens, it's easy to see why 
Rare's latest games have placed an empha¬ 
sis more on exploration and tasks than the 
precision platforming antics that made the 
developers famous. 

What am I so gently getting at? Although 
I am one of Rare's biggest fans, I'm not 
exactly wild about Banjo-Tooie, which as it 
turns out feels more like a refined version of 
Donkey Kong 64 than a true Banjo sequel. I 
www.gamersrepublic.com 
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like it a lot, I just don't love it. 

The gist of the gameplay is as follows: 
Gruntilda has been resurrected with one 
slight problem—she's a skeleton, sans 
organs, flesh, guts, the works. In order to lay 
some skin on those rotten old bones, the 
witches build a contraption that sucks the life 
force out of whatever it's pointed at. Of 
course, her first target is Banjo's house, 
where Banjo, Kazooie, Mumbo Jumbo, and 
Bottles are enjoying an innocent card game. 
Feeling the tremor before the blast hits home 
(literally), everyone hits the dirt—except for 
Bottles, who is unfortunately killed in the 
blast and reduced to a sad, floating specter 
camped outside where the house once stood. 
Seeking revenge for their burrowing buddy, 
Banjo and Kazooie vow to stop Gruntilda once 
and for all and set out to bury the bloated bag 
one more time. 

After a trip to jiggywiggy's, where you'll 
piece together a puzzle using your jiggies to 
open up areas, it's off to jamjar’s fox hole. 
Jamjar not only teaches you techniques but 
his burrows serve as warps to get from area 
to area. Once you arrive at each gigantic 
themed environment (all of which are visual 
bliss), as you run around surveying the huge¬ 
ness that abounds, you'll notice 
blocked paths, Mumbo Jumbo 
pads, Humba Wumba pads, Banjo 
and Kazooie split pads, and hear 
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the Jinjos’ cries for rescue. 

Let the action puzzle 
mania begin! Tasks and 
exploration over skill are the 
basis for completing each area, 
and it is here where I wish I' 
playing a Jet Force sequel instead 
of Banjo-Tooie. Okay—Mumbo pad. 

Go to Mumbo's. Become Mumbo. Go back 
to the pad. Use Mumbo magic. Solve the rid¬ 
dle. Now warp back to Mumbo’s, become 
Banjo and Kazooie and move on. Oh, a 
Humba Wumba pad... a Banjo Pad, a Kazooie 
pad... argh! When do I get to do some plat¬ 
forming!? Aside from possessing Mumbo and 
whatever Humba Wumba changes you into, 
you will also run across places too high to 
reach, various obstructions you cannot pass 
yet, etc. In these circumstances, you need to 
seek out the next Jamjar hole and hope he's 
ready to teach the skill you need. Once you 
have the skill, it's simply a matter of returning 
and using it. If he doesn't have the skill you 
need, you may not learn it for some time, in 
which case you'll have to double back later to 
rescue that previously unattainable Jinjo or 
grab the Jiggy. So, Banjo-Tooie becomes more 
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What I wouldn’t give for another hardcore rare game like Battletoads or Jet 
Force Gemini. They do these big adventures so well, but I think I’ve had my fill. 

























T his one was a bit of a surprise. Easily Rare’s weakest N64 
effort to date, Mickey’s Speedway USA is a strictly by-the- 
numbers kart racer that finds Nintendo’s star developers inex¬ 
plicably off the pace. 

What a letdown this is from the comparative high of Diddy 
Kong Racing. The sheer ambition of that game’s vast one-play¬ 
er adventure mode brought something original and exciting to 
the well-worn formula. With that reasoning, a straightforward 
kart racer should have been a cinch after DKR, yes? Apparent¬ 
ly not. 

First on the list of complaints is a truly uninspired set of 


tracks. Not only are they lack- rp? 

ing in fun corner combinations ^ .. 

and powersliding opportunities, but the settings are deathly 
dull. Racing through Philadelphia or Washington, D.C. is not 
my idea of stimulating kart racing scenery—no offense to res¬ 
idents of these historic locations. At least the rather terrible 
Magical Racing Tour on DC and PS used more entertaining Dis¬ 
ney theme park settings for its haphazard races. 

And dynamically, Mickey’s Speedway is absolutely nowhere. 
A modern kart racing game must have some kind of a boosting 
powerslide, a way to gain speed while oversteering, as so bril¬ 
liantly implemented in Mario Kart 64 and in Naughty Dog’s 
awesome Crash Team Racing. In Mickey, powersliding seems 
actually a detriment to speed, sapping almost all technique 
and addictiveness from negotiating the courses, which, as I 
mentioned, are not all that well laid out anyway. 

About the only thing that Rare really got right in this game 
are the characters. A perfectly mainstream set of Disney icons 
like Mickey, Donald, and Goofy brings the game its only sense 
of magic and charm. They’re very well rendered and boast a 
fair number of funny little exclamations, making it a very chat¬ 
ty, cute-sounding game. 

I can’t deny that this game would be fine for younger players 
obsessed with all things Disney, but coming from Rare, this 
half-hearted effort is a little distressing. There is nothing here 
to recommend it over Mario Kart, Diddy Kong, or Crash Team. 

GR 
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Good for the little kiddies only, Rare’s extraordinarily average Mickey’s 
Speedway brings absolutely nothing new to the genre. 
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TOP GERR DRREOEVIL 

review by m. hobbs • dev: papaya studios • pub: kemco • avail: now 


Top Gear Daredevil is a great-looking game in search of an idea. Well-detailed met¬ 
ropolitan environments like London, Rome, Tokyo, and San Francisco, and a great 
selection of small city cars form a good backdrop, but the core of the game, its very 


PTS 




B 


concept, is simply not that creative or engaging. 

Part of the problem here lies in the rather 
abstract nature of the gameplay. The idea is to 
race around the various cities collecting a certain 
number of tokens before a time limit expires; talk 
about an arbitrary game concept. Think of the 
excitement of Crazy Taxi’s goals, or even of the 
amusement inherent in Super Runabout’s humor- 
tinged missions. In Top Gear Daredevil, it’s hard to 
get excited about collecting tokens, even if that 
may be all you are basically doing in those other 
games. But theme is all important in a game like 
this, and Top Gear simply has none, apart from its 
use of cool small cars. And the control isn’t what it 
could be either, which is decidedly understeer- 
biased, leaving the small cars feeling leaden as 
they race through the cities. They should be nimble 
and chuckable through the corners, but they are 
not. 

Things improve somewhat with the game’s multi¬ 
player modes, which include straight racing and 
bomb tag and coin collection challenges. This is 
where the real excitement of the game is to be 
found, as these modes represent the only truly 
interesting and fun gameplay in Top Gear Daredev¬ 
il. GR 


OUCRTl 

review by d. halverson • dev: attention to detail • pub: acclaim • avail: now 

Imagine a racing game set up in Gran Turismo fash¬ 
ion except, rather than automobiles, the vehicles are 
all Ducati motorcycles from the earliest vintage mod¬ 


els right up to the pavement-churning Monsters. It all rides on ATD’s 
Rollcage engine, and in terms of depth, ranks as the deepest two¬ 


wheeled touring/racing adventure available for the PS. The game 
consists of a series of licensing challenges that open up sectors 
exactly like Gran Turismo’s. Winning blocks of races earns you cash, 
which you can then blow with no regard, upgrading your current ride 
or cashing out in search of a mightier steed. All of this is handled 
especially well by the respectable ATD from the 
interface to the models. The racing is very good 
with smooth analog control and realistic weight 
distribution replicating the bikes very well. Howev¬ 
er, I found the single third-person camera available 
a bit suspect. It allows the rider model to seep in to 
the bike when pulling wheelies and I also noticed 
the windshield popping through the rider’s helmet 
(ooh, that’s gotta hurt). Besides these little glitch¬ 
es in the matrix, Ducati racing is a deep excursion 
in cycling well worth taking. GR 
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review by m. hobbs • dev/pub: konami • avail: now 

Any home version of Silent Scope 
is inevitably losing something over its 
arcade counterpart. Without the kick 
of looking through an LCD scope for those close up 
kills, is Silent Scope nothing more than a Virtua Cop 
wanna-be? 

The truth of the situation, however, is that Silent 
Scope holds up pretty well at home, the game playing 
out like a good light gun game with a good gimmick. 
There are dramatic settings and situations, and the 
hook of using sniper sight to shoot out tires and put 
down armed terrorists proves to be devilish fun. Not 
as fun, of course, as the arcade version, but any light 
gun game played with a pad is always going to suffer 
just a little. At least you can do things in the home 
version that you couldn’t do in the arcade, like vary 
the zoom rate of the sight. 

As for whether Silent Scope is better on DC or PS2, 
there is actually very little separating the two, either 
graphically or in respective feature sets, making 
choosing between them basically a matter of con¬ 
troller preference. GR 


CHICNEH RUH 

review by b. fiechter • dev: blitz games • pub: eidos • avail: now 

Comparisons will be made to 
Metal Gear Solid, but the only real 
similarity Chicken Run has to Kona- 
mi’s masterwork is in the emphasis on evading the 
enemy with stealth. Here the enemy is Mr. and Mrs. 
Tweedy, owners of a chicken farm who want to 
improve profits by grinding their plump birds into pot 
pies. Plotting an escape, you’re looking for items like 
a weight, engine and fireworks to construct inven¬ 
tions that will buy your flock freedom: 
a catapult to launch over the fence, a 
Tweedy costume to sneak past the 
dogs. These mini-games add needed 
variety to Chicken Run; running 
through the shadows, sneaking 
around coops and hiding in crates and 
other farm objects to avoid the search¬ 
ing eye of the Tweedy’s and their 
watch dogs is certainly a unique and 
fun bit of gameplay, but a constricting 
camera and a far too tiny farm to 
explore halts the game’s early momen¬ 
tum. GR 


ORVE miRRR FREESTYLE BmX 

review by s. thomason • dev: z-axis • pub: acclaim • avail: now 

If you’re hoping for Dave Mirra to do for BMX what Tony Hawk did for 
skateboarding, you’re probably going to be disappointed. The two games 
share a lot in common—challenge-based levels, the ability to grind on 
almost everything, and a full roster of their sports’ professionals - but Freestyle BMX lacks 


ms.PRcmRn 

review by m. hobbs • dev/pub: namco • avail: now 

This game’s certainly made the rounds. First appearing on PlayStation 
and then N64, Ms. Pac-Man Maze Madness has finally found its way to 
the Dreamcast, and predictably, this is the best-looking, and conse¬ 


quently, most enjoyable version of the game yet. 

Running at an eye-pleasing 60 frames per second on Dreamcast, this relaxed, over¬ 
head adventure game combines elements of classic dot chomping and ghost eating with 
moving block puzzles and other lightly taxing gameplay. It’s quite entertaining figuring 
out how to get Ms. Pac- 
Man through the vari¬ 
ous levels, manipulat¬ 
ing objects in the envi¬ 
ronment to best effect. 

Good simple fun is 
the point of Ms. Pac- 
Man Maze Madness, 
and at that it succeeds 
nicely. If you never 
sampled the game on 
PS or N64, this Dream¬ 
cast version represents 
the best interpretation 
thus far. GR 


the tight, intuitive feel of Pro Skater. The biggest problem is turning around and getting lined 
up for a jump or stunt. It’s certainly doable, but the effort involved in such a seemingly sim¬ 
ple task is too great. I’m also unimpressed with the state of the game’s visuals on Dreamcast. 
This looks like a really straightforward port with many of the same pop-up and clipping 
issues that plagued the PlayStation version. The irritating soundtrack also remains tragical¬ 
ly unchanged. To its credit though, Mirra still manages to deliver some enjoyment despite its 
many problems. The levels are large, well designed, and provide the player with ample 
opportunities to catch big air and perform outrageous tricks. There are quite a few secret 

. areas hidden within each environment as well, requiring 

you to explore every nook and cranny. The wipeouts, a 
staple of the extreme sports genre, are also present and 
accounted for, with a certain one that involves a moving 
train looking particularly nasty. 

Since Activision’s Mat Hoffman has been delayed until 
next year, Mirra will have to tide BMX fans over. There’s a 
lot to like about it, but the DC version’s not worth getting 
if you already own the PS disc, gr 
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cannon spine 

review by: m. hobbs • dev: psikyo • pub: capcom • avail: now 

Know what you are getting with Cannon Spike, and you 
probably won’t be disappointed. This fast, entertaining, and 
supremely short arcade shooter satisfies on a purely superfi¬ 
cial level, carried along by great visuals, mostly good gameplay, and of 
course, the fantastic Capcom characters. 

Playing with the likes of Cammy and Mega Man in an overhead action 
game is a real treat, and helps to offset somewhat the severely limited nature 
of the game’s levels, perhaps the greatest flaw to be found here. Most levels 
are but a few screens wide, leaving very little ground to cover when what you 
really want are long, scrolling levels like in Capcom’s classic MERCS. And the 
visual style begs to be expanded upon with extended levels, but that’s just 
not part of the equation here. 

Super short levels or no, the action contained within each is quite good. 
Psikyo’s depth of experience in creating shooters is certainly in evidence 
here, with each character sporting six unique moves to tackle the various 
bosses and enemies in the game. The control is fast and very refined in its 
feel, freeing the requisite bullet dodging from frustration. But I don’t like the 
artificial difficulty induced by a lock-on targeting reticle that fades after a 
brief period. I think the designers must 
have found that with a permanent lock- 
on system, the game was too easy, so 
they limited its effectiveness. 

But for what it intends to be Capcom’s 
Cannon Spike is a success. Yes, it’s 
almost criminally short, but it is easily 
entertaining enough to play through a 
few times, if only to enjoy the different 
Capcom characters. GR 


TVPinG OF THE OERO 

review by m. hobbs • dev: sega/smilebit • pub: sega • avail: now 

How on earth did Sega ever dream this up? 
Replacing the light gun with a keyboard seems 
about as nonsensical an idea as one could 
imagine, but perhaps the oddest thing of all is that it actually 
makes for a very fun, and dare I say useful, experience. 

The idea is simple. Words, phrases, and eventually com¬ 
plete (and often funny) sentences appear floating over the 
game’s enemies, and each correct keystroke is like a blast from 
a gun. Take too long to type the words out, and you take a hit. 
It’s actually very satisfying, and interesting in that a seasoned 
typist can take down even the best gamer. 

The Typing of the Dead is one of those great oddball games 
that simply must be experienced. It’s fun and weird, and will 
actually make you a very fast, accurate typist, if you care about 
attaining such a skill. GR 


SUPER BUST R fTlOVE 

review by m. hobbs • dev: taito • pub: acclaim • avail: now 


What new 
hardware’s game 
library can be consid¬ 
ered complete with¬ 
out a version of Bust- 
A-Move? This classic 
Taito puzzle series 
soldiers on, gaining 
new characters and 
aesthetic ideas with each and every turn. 

The latest, Super Bust-A-Move for PS2 is certainly one of the 
most psychedelic to date, and there is high weirdness at work in 
the character design, and I’m thankful to Acclaim for leaving well 
enough alone here. As for the game, you know the drill (match 
up colored bubbles), and it remains one of the most inspired and 
addictive puzzle ideas since the original Tetris. 

It annoys me when people see a game like this on the PS2 and 
groan. I try to remind them that not everything needs to push the 
machine. Games like this exist on very powerful machines simply 
because they are fun, polygon counts be damned. GR 


• avail: now 


review by m. hobbs • dev: sega • pub: sega • 

Sonic games always seem to have at least a cer¬ 
tain measure of quality about them. Even experi¬ 
mental efforts like Sonic 3D Blast and Sonic R 
managed to find fans. But with Sonic Shuffle, Sega has made, in my opinion, the 
worst Sonic game since Sonic Spinball. 

What’s maddening about Sonic Shuffle is its simple lack of fun. This is inex¬ 
cusable for a Mario Party-inspired four-player virtual board game. Convoluted 
and often confusing, Sonic Shuffle makes moving your players around the board 
an absolute chore. And the mini-games are overly complicated and are such a 
far cry from Mario Party’s simple and massively fun multiplayer challenges that 
you quickly lose 
patience with the 
game. And the 
promised network 
play feature has sim¬ 
ply been dropped 
from the final ver¬ 
sion. 

Sonic Shuffle does 
at least have a good 
visual style, but hon¬ 
estly, who plays a 
game like this for 
graphics? A huge 
missed opportunity 
here. GR 
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RRVCRISIS 

review by m. hobbs • dev: taito • pub: working designs • avail: now 

Raystorm is a favorite shooter of mine, mostly for aes¬ 
thetic reasons, it must be said. I love the mechanical 
design in that game (a Taito strength), and it’s a great 
polygonal interpretation of the overhead shooter. Its gameplay was solid, 
complete with a Panzer-like lock-on system, but it was the look of the 
game that kept me playing till the end. What’s more, it was a two player 
game. 

Now the sequel is upon us in the form of Raycrisis, and it picks up pret¬ 
ty much where Raystrom left off, only now, there’s a new ship with hom¬ 
ing bullets joining the two so-called Wave Riders from the first game. And 
there’s another crucial difference: Raycrisis is a one player only game. 
What on earth could have possessed Taito to remove this feature? Back 
when I did a preview for this game, I theorized that Taito had upped the 
polygon quotient at the sacrifice of a two-player mode, but looking at the 
game with a fresh pair of eyes, I’m not so sure that they’ve done even that. 

Oh well. Other than this glaring omission, Raycrisis is about what one 
would expect from a 
Raystorm sequel. It’s 
more of the same, just dif¬ 
ferent. But I have to say 
that the same visual 
inspiration which lit the 
first game isn’t quite in 
evidence here, as the look 
is less focused, more 
chaotic. I prefer the more 
subdued original. At least 
the Zuntata music is typi¬ 
cally up to snuff. GR 
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H/ne OF FIGHTERS '9S 

review by c. hoffman • dev: snk pub: agetec • avail: now 

While I’m really psyched 
to see Agetec bringing out 
SNK’s classic KOF games 
here in the U.S., I’m afraid that King of 
Fighters ‘99 on PlayStation isn’t exactly 
the version to get. Unlike the Dreamcast 
version, with its extra characters and 
awesome backgrounds, the PlayStation 
version is essentially a direct-from-Neo- 
Geo port in terms of gameplay. For the 
most part, that’s a good thing, as it 
means 32 fighters, including three versions of Kyo, lori, Terry, Ryo, Takuma, 
Leona, Athena, Shingo, K’ and all the rest. It also means classic, strategic 2D 
gameplay, loaded with awesome special moves and super attacks, further 
enhanced by the new four-man teams and striker assist system, as well as 
nice, effect-filled, detailed backdrops. Unfor¬ 
tunately, the controls just seem like they 
aren’t as responsive as they should be when 
doing some special moves, but even worse is 
the loading time. The frequent, lengthy load¬ 
ing has always been a problem for this series 
on PlayStation, and it severely breaks up what 
should be a fast-paced flow. On the plus side, 
this version of KOF has an exclusive, extensive 
art gallery and a color-edit option, but they 
really don’t make the game worth getting. By 
now 2D fighting fans should know that the 
Dreamcast is the system of choice, so pick up 
that version instead. GR 
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THEGRIIICH 


review by b. fiechter • dev: universal pub: konami • avail: now 

Here’s the sad thing: The Grinch, a half-baked turkey of 
a movie with the indefatigable Jim Carrey straining under 
layers of makeup, made over 130 million dollars its first 
eight days of release, and now this amazingly slipshod video game take 
on the film will ride the wake of its success. Please beware: this effort 
would have been suspect in the first year of the Nintendo 64 or PlaySta¬ 
tion, and on the Dreamcast 
the game comes off as a 
monumental failure on every 
level. The shoddiest PlaySta- 
tion-to-DC port yet of one of 
the shoddiest PlayStation 
games of the year, The Grinch 
will have you staring in 
incredulity. The Grinch’s 
world is drab, sparse and life¬ 
less. The smallest items snap 
into view in the most unlikely 
of places. Soporific task- 
based gameplay takes place 
in levels that have been cob¬ 
bled together with discarded 
parts from countless other 
games. And the attempts at 
Dr. Suessian story-telling is 
so bad that... you get the 
point. This is the holiday 
game with less cheer than a 
Halloween seance. GR 
















































































bugs Bunnv rho trz 

review by m. hobbs • dev/pub: infogrames • avail: now 


103 ORLITIRTIOnS 

review by d. halverson • dev: crystal dynamics • pub: eidos • avail: now 

This must be someone’s idea of a joke. I 
could have sworn I saw the words Dreamcast 
and Crystal Dynamics on the CD case...yep So 
this is what the once mighty Crystal D has been reduced to? This 
bare-bones Dreamcast game (which is merely a PS game posing 
as Dreamcast) is pretty awful. The control is erratic (when you 
hold forward, Oddball runs right), the architecture is arcane, the 
in-game models are just sad, and, and, ahh! I can’t believe that 
Crystal made this. My advice is to leave these puppies lost. Let 
Cruela deal with ’em. 

To say that kids will 
like it would be an 
insult to kids. First The 
Grinch and now this? 

What the heck is going 
on? Overly simplistic 
gameplay and PS 
graphics do not a 
Dreamcast game 
make. GR 
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Unrefined is the word that 
kept popping into my head as I 
was playing Bugs Bunny & Taz: 

Timebusters. Unsatisfying control and slightly 
sloppy collision detection are with you every 
step of the way in this game. And yet, behind 
this distracting veil of questionable execution 
lies a good 3D adventure game, filled with 
enough fun ideas and play mechanics that it 
just transcends its dynamic shortcomings. 

In the game’s unique tag team style play, you 
switch freely between Bugs and Taz, each with their own useful capabilities. 
Of course, Taz can twirl into a tornado, and Bugs can spin his ears for a soft 
landing from on high. And often, teamwork between the two characters is 
required, as when a patch of soft earth can be bored into by Taz, allowing 
Bugs to enter and tunnel under. Taz can even pick up Bugs and hurl him 
onto far off platforms, or even serve as a springboard for reaching higher 
levels. Clever bits like these bring a good amount of discovery to the game’s 
levels, which are further highlighted by fun distractions like mini hockey 
and basketball games and high-speed slides and dragon rides. Naturally, 
the point of it all is to collect tokens that allow access to different parts of a 
level and new worlds to explore. 

But any analysis of this game must return to its sub par player interface, 
surely one of the most important elements in any game. The control simply 
does not feel good, and executing tasks like block stacking, for example, 
are rendered far more frustrating than they need to be, simply because the 
collision detection and general physics of the game are unsophisticated. In 
the end however, it is enjoyable despite its obvious flaws. GR 
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OOriRLO OUCH 

review by b. Hechter • dev/ pub: ubi soft • avail: now 

Donald Duck is a generic, thoroughly average plat¬ 
former, and yet I found myself playing through it more than 
once. This style of game design is so rare that I tended to 
look past Donald Duck’s flaws and enjoy it more than I probably should 
have. 

Yet another by-the-numbers port from Nintendo 64 and PlayStation, the 
game yearns for Dreamcast touch ups. The visual style is bright and cheer¬ 
ful, but its flat simplicity has limited appeal; more detailed textures would 
have at least helped compensate for the lackluster design. Still, there is a 
pleasant atmosphere to the cartoon world, and commanding Donald Duck 
has its inherent charm. 

Playing through the game in a few hours is likely the first time you pick 
up the controller, but the four extremely short worlds do offer traditional 
platforming challenges that can be entertaining. Here again, a hunger for 
this kind of gameplay had me pretending the game wasn’t so easy and 
shallowly straightforward —run forward, jump, collect, avoid hazards, 
repeat, fight boss. It’s not so bad in its approach, just its execution. GR 


mOTO RRCER 

review by m. hobbs • dev: delphine • pub: infogrames • avail: now 


4*. c 


Nearly any motorcycle racer is going to seem a 
bit of a comedown after playing Namco’s Moto GP, 
but even so, a game like Moto Racer World Tour is a little 
difficult to stomach. 

Not that the game doesn’t try. Featuring both road racing and 
motocross, the game does an admirable job representing each 
form of two-wheeled action, with acceptable physics, especially 
in the motocross sections. The game’s biggest failing, however, 
is a very sloppy 3D engine, rife with texture warping, pop-up, 
and less than silky smooth frame rates. GR 
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Donkey Kong Country has restored my faith in the Game Boy Color. 
Month after month, I play a glut of 2D platformers on the GBC—some 
good looking, some with unique mechanics, but very few that are seri¬ 
ously enjoyable. I began to ask myself:"Have I just played one GBC game 
too many? Are these actually good games and I'm too jaded to notice?" 
And then DKC arrived and Rare and Nintendo reminded me what games 
are all about. Just like the original DKC did on SNES years ago, the hand¬ 
held version excels in every category. Not only is the game incredible to 
look at (by Game Boy Color standards), but it's loaded with awesome 
technique, excellent controls and great music. And damn, is it fun. Com¬ 
panies rarely (no pun intended) take the time to design a game so care¬ 
fully. Every enemy, every power-up barrel and every hidden zone has 


been placed perfectly, mak¬ 
ing the game both fun and 
challenging. Every level is 
filled with intense pattern- 
based madness that will 
have you cursing your first 
time through, but with skill 
and a little practice you'll 
feel the satisfaction of over¬ 
coming levels that once 
seemed impossible. A few 
elements have even been 
enhanced over the original: 
there are more bonus 
games, a few levels have 
been modified, printer com¬ 
patibility has been added, 
and the game now has a 
much-appreciated auto 
save. Whether you're a fan 
of the original or never 
played a DK game before, 
Donkey Kong Country is awe¬ 
some. This is what a Game 
Boy game should be. gr 
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This just isn't supposed to happen. I've got Tony Hawk 2 and Dave Mirra, both for GBC, 
one a conversion of the greatest extreme sports game ever, and the other a conversion 
of...a game that was not as well received. Yet, Dave Mirra Freestyle BMX on Game Boy 
runs circles around the portable competition by creating a game that keeps the con¬ 
trols and objectives simple, yet still delivers tons of moves and innovative environ¬ 
ments. Though not as ambitious as the more advanced versions of Mirra, the Game Boy 
version provides eight courses through four worlds, each with numerous fun chal- 
I TP' — lenges. Unfortunately there isn't a selection of 

R real-world riders to compete with, but you do 

I win extra tricks and bike upgrades, and there 

($<$<?> <£> are loads °f secret challenges to complete. The 

fun comes in learning the lay of the levels and 
figuring out how to combine your tricks and 
grinds to score mad points. The only thing hold- 
' ng Dave M ' rra from greatness is that the con- 
S JT trols aren 't as responsive as they should be for 
V maximum enjoyment. Still the best extreme 

3iV lfc iili 1 5HFni»fi| " 1 i W BMMEMl sports game yet for the little ol* GBC. or 


Unlike most of the games I've been subjected to on Game 
Boy this month, Inspector Gadget actually does a very good 
job using its license. Based on the classic cartoon and not 
the travesty that was the live-action movie, Inspector Gadget 
faithfully captures all the wacky gizmos and quirky humor 
that have given the character such longevity. All of Gadget's 
gadgets are built right in to the gameplay, such as his 
extendible neck, spring shoes, inflatable coat, and of course 
those roller skate shoes that always kick in at the worst 
times - accompanied by appropriate animation. Power-ups, 
such as a helicopter and a plunger attack, are also available. 
Players can even switch to Penny or Brain at any time, and, in 
true TV-show fashion, they end up being much more useful 

than Uncle Gadget: _ 

Gadget is much bet- 
ter used as a goofy it 
oaf to take out ene- 

damage. Sadly, all ff « 

this effort doesn't iii - 

help the boring, 7 “ $# ' 

generic level design; 1 Jm 

the stages almost T x-ii sr ^ - — ■ " - i . 

seem randomly orga- 

nized. Another rSfctf* 

detractor is the inter- u^mmtuu .1 ■«...* - ga 

face, as it takes far 

too long to switch ifWWBB 

characters or 
weapons, which bogs 


Want mindless beat-'em-up action on the go? Then Batman Beyond: Return of the Joker 
is your ticket. Actually more playable than the N64 or PlayStation versions of the game, 
Batman Beyond relies on the old Final Fight type of gameplay, where you mindlessly 
pound wave after wave of enemies as you progress through the levels. Batman does¬ 
n't have many moves 


no holds or throws—and 
the few Batman weapons that are included 
don't add much variety. The enemies aren't too 
challenging either, but at least the graphics, 
animation and music are all decent. On the 
other hand, the story is surprisingly well done 
and had me eager to play through to the end, 
despite the game's extremely repetitive nature. 
Batman Beyond can be fun if you want to take 
your brain out for a bit. gr 
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Talk about dejavu. I swear I've played this game before. I swear I played 
Aladdin a few years ago, only it was in black and white and it was 

released by Virgin. And you know 
I what? It's not my imagination. Dis- 
I ney's Aladdin on GBC is the exact 
I same game that hit Game Boy sev- 
I eral years back, now colorized. 

■ That wouldn't be a bad thing if 
I Aladdin was a great game in the 

■ first place, but it's really a fairly 
H9HG average platformer, backed by the 
1950 =i=z^ Disney aesthetic. Graphics and 

M music are good, and it follows the 

good time with it, however, if 


The Jungle Book: Mowgli's Wild Adventure isn't quite what I was expecting. Not 
just another Disney side-scrolling platformer for kids, this game takes a slower- 
paced, more puzzle oriented approach that feels more like Abe's Oddysee than 
anything else. Amazingly, it works. The deliberate pace combines with impressive 
visuals, good music, rock-solid control and one of the coolest intros ever on 
Game Boy to make a game that stands out from the crowded pack-and actually 
does a better portable Oddworld than Oddworld did. Instead of just running and 
jumping, you, as Mowgli, have to make use of nearby items and switches to help 
you through each level. See a snake guarding a ledge? Then grab some fruit and 
lure it away for a second or two while you make the jump. How about that blocked 

cave? Find the switch, then run 
and jump like a maniac to get in 
A before it closes. And just to pre- 

P" vent f rom § ettin § boring, a 

few racing-type challenge levels 
■p are thrown in for variety. Again, 

V superior level design reigns 

HG supreme. Jungle Book doesn't 

. • - exactly get the adrenaline flow¬ 
ing, but it's easily the best Disney 
game on the system this season. 


lSQgfcgsFl 


Regardless what a game is about or who 1^2 <^9^© $o 4 ... 

it's aimed at, one thing that will always 
be of utmost importance is the control. 

If the game doesn't control well it will be 
painful at best and unplayable at worst. 

Powerpuff Girls: Bad Mojo Dojo, dear r~| A V. 
readers, falls into the "painful" catego- | 51 | vftwr 

ry. Maybe I could overlook the substan- 
dard graphics (they would have been 

average 10 years ago), the boring game- - 

play and the lame level design if it controlled halfway decent, but that's 
a moot point. The problem is that Blossom (she's the playable character 
in this game) controls like she's always on ice. It's a constant struggle to 
move with any precision, as the character slips and slides and forces you 
to battle her momentum more than you battle the enemies. Speaking of 
battling enemies, the sloppy controls make hitting your opponent while 
escaping damage nearly impossible. BAM had better seriously retool the 
engine before they release the other promised games in the trilogy, gr 


Here we go again. Another waste of a perfectly good license. I was hoping 
Activision would have learned after the awful mess that was X-Men: Mutant 
Academy on GBC, but boy was I wrong. X-Men: Mutant Wars is a side¬ 
scrolling action game that takes five of your favorite mutants and puts them 
into one putrid title. It seems they wanted to combine the varied moves of a 
fighting game with the action of a side-scroller, but sadly the moves are 
imprecise, despite their extreme simplicity, and the characters move with all 
the agility of a sea anenome. But worse than that are the atrociously 
designed levels: they seem to have designed one screen's worth of graphics 
and repeated it over and over, ad infinitum. Enemies just keep coming, and 
only a few obstacles spice up the uncreative design. But the biggest ques¬ 
tion is, why did they make this an X-Men game? Most of the enemies aren't 

from the X-universe, ^- - 

and the dialogue is a 

mockery of the das- I J j ■ i 

sic characters. "My 
bones are laced with 
calcium and I 

adamantium," says 
Wolverine. Oh, nfl 

that's right: they ;#3 

made it an X-Men vfcj 

game in hopes 

they'd sell a copy of 

this turd. Don't let it 

be to you. gr */ d*. 


I'd rather play the old groove if this is the new one. The Emperor's New 

Groove is the epitome of generic, poorly made platformers on Game Boy 

Color, and a shining example of how to take the money of unsuspecting 

kids who are expecting the quality synonymous with the Disney name. 

Basically, TENG puts you in the role of a llama who jumps, attacks and spits 

through some of the most uninteresting and pointless levels I've ever had 

to traverse. The graphics are thoroughly ■ » ^ 

devoid of detail and the use of color is 

incredibly poor. First-generation black and 

white GB games looked better. To make ; ^ 

matters worse, your llama moves with all 

the speed and agility of a sloth. With games gm’j h mam 

like Donkey Kong Country out there, why p. f%f 'Hill 

would anyone ever buy a game like this? - r , 

Disney should be embarrassed. GR , IQfcfc&gil 
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CORNERS WON 


- 




France 0 - 1 England 


ttormby 


of FIFA to death, certainly more jjfj ^ ||j| ° § 
than I ever played any soccer ! 
game before. Call me shallow, j 

rendered on the PS2 that I really ' VjlffDv 

got the urge to delve into the joy ** 

The Japanese version that I 
enjoyed so much could be con¬ 
sidered the trial run for the offi- . <■ - -■■ y 

cial American release, FIFA 2001. y Fowl » f ' . v y ' _ 

Though deeply related, the 

domestic release boasts a number of improvements that make it a 
better game overall. 

One of the more distracting flaws in the Japanese version was the 
nasty slow down that occurred whenever players grouped up on 
screen, and this has been nearly excised from FIFA 2001. Only dur¬ 
ing rain matches does the game ever slow down. Gains have also 
been made in the character models. When seen in closeup, there is 
better definition on the faces and more expressive animation. 

Gameplay enhancements are more subtle, but welcome 
nonetheless. A new shot meter makes scoring a more skillful 
endeavor than in the Japanese FIFA, and two additional defensive 
moves have been added, one which allows you to skip the ball over 
your body and another which shields the ball from opponents when 
stationary. Both bring even more finesse to the game’s strong 
defensive play, though I would still like a little more fluidity in the 
passing system, something closer to Konami’s ISS engine. 


This minor complaint aside, FIFA 2001 is a great soccer game. 
Although it doesn’t play vastly different than previous FIFAs, it’s 
faster, smoother, and is adequately deep, and the whole game has 
an engaging energy that is difficult to ignore. Carded fouls and 
goals are punctuated by immediate and dramatic closeups, show¬ 
ing the highly detailed characters arguing, shoving each other, or 
celebrating in any number of amusing ways. It is during these 
moments that you are truly thankful for this new generation of 
hardware. GR 
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FIFA SOCCER gQQ/l 

The best looking soccer game of all time? 

For now, yes. The best playing? Not yet, but ■ ™ \ 

it’s getting close. M ^ Z3 j 
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meter by punching and knocking over a com- 
petitor. 

Although I found some of the courses to be 
rather short, I must say that the courses are 
all well conceived and there are shortcuts 
everywhere. Tokens are also hidden in some 

• " -Vy courses and finding them will unlock addi- 

* r tional courses. The character models move 

and animate nicely and the overall vehicle 
physics are properly represented. 

“ 1 highly enjoyed the hang gliding not only 

because it reminds me of PilotWings, but 
because, if you get dialed in on the landing, you can go from last 
place to first in a heartbeat. Also, the riding through traffic on the 
freeway with an ATV was excellent, although extremely short. I also 
found all of the sky surfing events to be thrilling. 

On the audio side, the house/funk music by the collection of 
Euro bands is apropos and seems to enhance the racing of each 
event. The replays are enjoyable to watch as the camera highlights 
some great angles and displays the impressive running animations. 

With the rather dry selection of sporting titles coming out in the 
next couple months, I heartily recommend you give Xtreme Sports 
a go. You won’t be disappointed. C 5 R 


This is the second game that crossed my desk this month that 
really took me by surprise with an all-around, completely enjoyable 
gaming experience. And, like Power Spike, only graphical mishaps 
kept it from achieving a higher score. The major problem with 
Xtreme Sports, aside from occasional object pop-up and some 
minor frame rate problems, is that the environment textures seem 
to wobble and melt and slide away as you move up or down a hill. 
It’s really weird —like playing the game on acid. 

With that said, Innerloop has created a fun, highly addictive 
game with good-looking courses (aside from the aforementioned 
problem) from around the globe, including competitions in Maui, 
Mt. Kilimanjaro, and Scotland. In Xtreme Sports, there are three or 
four events—chosen from snowboarding, mountain biking, ATV 
racing, hang gliding and bungee jumping—which are woven seam¬ 
lessly into one race by having your character run to the next vehicle 
after the previous vehicle leg is finished. During a race, you can 
perform tricks, either in the air after a jump or while on the ground, 
to increase your turbo boost meter. You can also increase the turbo 


This multi-sports title was quite the surprise 
in its execution and overall gaming good¬ 
ness, despite the LSD-tinged textures. 


by: m. puccini 
dev: innerloop studios 
pub: infogrames 

available: now 
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EA’s absence from the Sega 
lineup is spawning a tremen¬ 
dous presence over at the 
Sony camp. Hot off the heels of 
EA’s half-dozen launch titles 
for the PS2 comes Knockout 
Kings 2001—a boxing game, 
judging from the success of 
the PS original, many have 
been looking forward to. 

Early shots and demos 
sported some crafty boxer 
models with new facial and 
body properties, but for some 
reason these innovations are 
absent from our preview build. 
The boxers look adequate and 
move fluidly, though they lack 
high poly counts in the face 
and arms. I’m not sure if the 


PS2 version is W 

sharing any code * ^ jp Rflv M 

used by the PS ' # 

version, but it’s .<§.#* Tg 

more than like- . ^ 

ly—another rea- A 

son why the mod- • & 

els aren’t up to * fply w 

128-bit expecta- r : m mm J 

tions. 

The action is j 5 | . <• 

identical to the —— 

PS version, which — ™ - 1 ———^' 

works well for me. 

An understanding of the etiquette of boxing is required to enjoy a 
technical bout and adopting a play style outside of mashing buttons 
is a must to open a deeper level of gameplay. 

The Al seems to still be in the developmental stage, because I did¬ 
n’t recognize any CPU adjusting when using a single combo over and 
over. Now, the PS version doesn’t have any sort of pattern-recogni¬ 
tion defense for the CPU, but to up the ante, EA should take steps to 
include this in the PS2 release. OR 


KNOCKOUT KINGS 2K1 


The follow-up to EA’s highly regarded pugilist franchise 
has taken take shape on the PS2, but with a couple major 
issues still needing to be addressed. 


by: t. stratton 
dev: black ops 


available: winter 
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Of the three PSX boxing sim¬ 
ulation titles being released 
this winter, Knockout Kings 
2001 is the winner by 


The first difference you’ll notice in comparing H BO Boxing to 
the PS Knockout Kings 2001 is that, although the HBO models 
are seamless, they aren’t nearly as polished and the faces of 
the pros are more blocky and cartoony, whereas KK2ooi’s are 
nearly perfect replications. 

The punching in HBO is decent, with both two-punch and 
three-punch combos that can be added to with powerful, single 
punches following. A unique feature, to switch punching 
hands, you press the Li button and, although this works quite 
effectively, there are instances when it can be a problem: like 
when fighting up close, as you pull your finger off the L2 block¬ 
ing button to switch, thereby leaving your face wide open. 

As with KK2001 ,1 found myself kind of getting into the career 
mode, although going to the gym to train before bouts is all 

CPU-assisted with the 
('■accrued attribute points 

being disseminated 
across the Chosen abili- 
/ j\: ties as opposed to any 

■ ... physical work involved. 

HBO B ° X ' n 3 isn ’t the 
worst pugilist title out 
: there, but it ultimately 


unam- 

. ■ mous decision. The models are 

v • “ good, there is a wide variety of 

boxers (now including females) 
^ B ' J ancJ P unc hes — includinga new 

haymaker punch for the knock¬ 
out—and the game just plays good. 

There are four modes of play, with my favorite being the Fan¬ 
tasy Match-Ups, where Rocky Marciano (at 49-0 is the pride of 
Italians) is pitted against Muhammad Ali, and is presented in 
classic black-and-white. 

In between bouts in Career mode, where you climb the lad¬ 
der to number one, you are required to train at the gym where 
you learn new moves and strategies and earn points to build 
up your fighter. 

On the gameplay front, the fighters can bob and weave, have 
special punches, throw combinations and even throw illegal 
elbow or low-blow hits. On particularly powerful punches, 
blood goes flying and/or the mouthpiece is shot across the 
canvas. 

There’s room for improvement both graphically and in game¬ 
play, but KK2001 still pummels the competition. C5R 


KNOCKOUT KINGS 2K1 


HBQ BOXING 


With a great presentation and new advance¬ 
ments over last year’s version, this is the 
best of the boxing sims for the PSX this year. 


by: m. puccini 
dev: ea sports 
pub: ea 

available: now 


Interesting elements of the game engine 
will keep you playing, for how long depends 
on your tolerance for the inadequacies. 


by: m. puccini 
dev: osiris 
pub: acclaim 

available: now 
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The PS version of this ~ A 

game should be called Occa- ::: 1:27 3 

sionally Ready 2 Rumble, ^ I 

since it is a chore to actually ■ 4 

activate the Rumble Flurry 
when it is lit. And it’s too bad Py 
that the mechanism isn’t a lit- 4 1 

tie friendlier, because there 

are now three different levels ^ ^ 

of Rumble Flurry to whoop- 

ass with, the third and most powerful allowing you to send a play¬ 
er airborne out of the ring and into the stands. 

Another added feature that’s unfortunately similarly frustrating 
is that the CPU Al has been tweaked to such a high degree that in 
the Normal and Hard difficulty levels it’s not even fun as the CPU 
pummels you with its quickness. 

On the plus side, in Championship mode, there are several new 
mini-games including some mildly entertaining rote memory 
games ala the Bemani games. Of course, returning from last year 
is the trademark R2R humor and the addition of new, silly charac¬ 
ters, including the playable celebrities Michael jackson, Shaq, 
and Bill and Hillary Clinton. 

If you have the DC or PS2 versions, you’ll definitely want to 
pass on this one. 6R 


I’ve got to say that this one kind of snuck up on me by sur¬ 
prise. With Power Spike, the only volleyball title for the PS, 
once you get past the learning curve, ignore the first-genera¬ 
tion graphics, and get dialed into the strategy, you’ll be 
hooked; behind the ugly, unpolished graphics (the body shad¬ 
ows are blocks stacked on top of each other) and lack of ani¬ 
mations (when positioning for a serve, the character hops), lies 
a lesson in game physics and an incredibly fun game on the 
level of Mario Tennis. 

For me, I was hooked after I initiated Defense position, 
volleyed for a while against the CPU, initiated Attack position 
thereby bringing my teammate up to the net, set the ball to her 
and had her set it back to me for a hard spike into the back cor¬ 
ner of the opponent’s _ 

court - w • «■ - — 

Developed by a French BRA 3 , ' 

company specializing in K 

PC tennis games, this is # ^ 

an extremely promising 
engine. On the graphics- 
and memory-friendly 
next-generation sys- 
terns, this will definitely ^ 

be one to watch. GR __ s 


PS PRO BEACH i/BALL 


The graphics in the game are without a 
doubt first-generation, but the dynamite 
physics engine is worth the ugliness. 


Arcade boxing humor, The Gloved One, Shaq 
and Clinton can't overpower the frustrations 
experienced with this much-hyped sequel. 


by: m. puccini 
dev: carapace 
pub: infogrames 

available: now 


by: m. puccini 
dev: point of view 
pub: midway 

available: now 


After spending some f 
serious quality time 

progressing through the £. 4^3 ■ 11 jr ■ * j|| J&\ 

10-level Billiard Lessons - B 

mode in Q-Ball, you’ll J 

be able to take on the f|J|jf Jr\ ^£ 2 * 

best of them down at 

your local tavern, hav- Jr 

ing learned everything 

from Using English to 

Mastering Jump Shots. 

Q-Ball is a complete pool simulation package and has some 
eccentricities, like the way the balls materialize up through the 
surface at the beginning of a game and the air pressure gauge- 
style hitting mechanism. But best of all, the physics and sound 
effects of the game are dead on. 

In the one-player game, there are 10 CPU opponents and five 
different pool games to play: U.S. 9-Ball, Int’l 9-Ball, 8-Ball, 
Rotation and Straight Pool. There’s also a hardcore game called 
Frozen Game. 

The only nagging problem I could find is that more often than 
not the camera doesn’t show the whole table, so you don’t 
know the end point of the balls until the next shot—not a big 
deal, but it does affect the emotion of the game. But for the 
most part, Q-Ball is a great pool simulation. GR 


- § ame - And !t should be, as 
'A the § ame » as always, is 

? running off of EA’s user- 

jr * jy ^ friendly NBA Live engine. 

Although we’re starting to 
^ - - a ——s get accustomed to B-ball 
games with the graphical prowess of the next-generation sys¬ 
tems, MM2001 doesn’t look all that bad for the PS. There’s 
even some nice effects like when the backboard and goalpost 
continues to shake after a thunderous dunk. 

On the gameplay side, I like the momentum meter and being 
able to turn and back a defender down to get into the paint 
adds a whole new dimension to B-ball video games and the 
move is in fine style here. Give-and-go, spin and double-spin 
moves to the hoop are also easily performed and add to the 
overall completeness of the game. 

There are six modes of play, including Women’s Sweet 16, 
Dream Tournament - with all of the best college hoops teams of 
the past few decades, 2001 Tournament and Dynasty. 

Looking for college hoops? Grab MM2001. GR 


MARCH MADDNESS 


Known for their action/shooter titles, Black 
Ops tries its hand at B-ball and adds enough 
goodness to EA’s MM engine to succeed. 


Q-Ball: Billiards Master is a complete pack¬ 
age that will actually help those who want 
to improve their pool game in the real world. 


by: m. puccini 
dev: black ops 
pub: ea 

available: now 


by: m. puccini 
dev: ask 
pub: rockstar 

available: now 


www.gamersrepublic.com 































If you were one of the lucky ones to snag a 
PlayStation 2, then hopefully by now you’ve ^ ftfmMmimim 
immersed yourself in the action-packed visual 
feast that is Silpheed: The Lost Planet and are well on your way to shoot¬ 
er heaven. But the thumb-blistering madness hardly had its start on 
PlayStation 2. Game Arts’ lesson in firepower-packing intensity actually 
began on PCs in the ’80s, but Silpheed made its console debut on the 
Sega CD in 1993 where it combined landmark technological feats with 
wild action to create a truly classic shooter. 

Visually, Silpheed was far ahead of its time. With its polygonal graph¬ 
ics and constantly streaming uncompressed FMV backgrounds, no 
shooter before had quite the same impact as Silpheed. Though lacking 
a bit in complexity and color, the 3D effects were simply wondrous at the 
time, and the backgrounds were fully interactive instead of just working 
^s eye candy to fly past. The scenery and the enemies worked together 
V to create pure twitch shooting action. Confounding waves of wicked 
■ pattern-based foes merged with thrilling environments as players 
traveled through space station corridors, dodged between asteroids, 
™ and narrowly avoided massive enemy battle cruisers to provide a 
gameplay experience like few others. Even today, few shooters match 
Silpheed’s dynamic intensity. 

Another standout feature of Silpheed was its 
weapons system, 


weapon power-ups like in other games, Silpheed rewarded players by 
giving them new armaments after each stage. Like the PS2 version, 
the game allowed you to assign different weapons to your left and 
right guns, but unlike its successor, it also awarded you limited-use 
special weapons for when the going got really tough. Even with all the 
firepower though, Silpheed stood out for its nearly insane challenge 
level, including what may be the most difficult final boss ever in a 
shooter. 

Of course, no article on Silpheed would be complete without mak¬ 
ing mention of the game’s use of background radio chatter from other 
pilots. Incredibly bizzare and filled with expletives, the communica¬ 
tions, featuring classic lines like “Yee hah, I got a big one!” have to be 
some of the most unintentionally hilarious bytes in gaming history. 

Warped humor aside, Silpheed deliv¬ 
ered action, innovation and chal- ^■■■■■■■■■i 
lenge in a way that few shooters fl| 
could. Though it pales compared to ■ x-v 
its PS2 counterpart, the Sega CD Mf /j 3 v\ ( /S\ 1 

Silpheed is legendary. - C. Hoffman 11 \ 9 /) ) l . 
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experience 


center .com 


your interactive entertainment network 


* 1 As you may have noticed, we’ve implemented a few changes to World Republic this month, starting with a new interna- 
I tional Frontlines section and the relocation of the Japanese sales chart. But games are still the focus, and this month, 
be sure to check out the hilariously violent Fist of the North Star for PS and From’s highly unique Kuri Kuri-Mix. 
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ROBODEX2QOO 



ROBODEX 2000, a robot convention held in 
Yokohama, japan, featured astonishing robots 
on the bleeding edge of technology. Astound- 
ingly, people flocked to the show floor, and as 
a matter of fact, those who wanted to come to 
the show had to wait four hours in line. 

Among the robots exhibited at the show, 
Honda’s ASIMO and Sony’s SDR-3X were the 
ones getting most of the attention. 

Honda’s ASIMO (Advanced Step in Innova¬ 
tive Mobility) is 120 cm tall and weighs 43 kg. 
Its marvelously smooth movements are made 
possible by a newly developed system called i- 
WALK (Intelligent Real Time Flexible Walking), 
which enables the robot to change its center of 
gravity in advance before its next move is 
engaged. 

Sony’s SDR-3X is less than half the size of 



ASIMO. It walks a bit awkwardly but can kick 
a soccer ball without falling. The robot’s soft¬ 
ware architecture is based on OPEN-R, a pro¬ 
gram that enables the robot to self-learn and 
control its movements. OPEN-R was also used 
on AIBO. But SDR-3X has more actuators than 
AIBO, so the price of the robot is still out of 
reach for general consumers (it is said to be 
about the price of a car, but which one?). 

During his keynote speech, Sony director 
Toshitada Doi said that he expects that the 
robot industry will surpass the PC industry in 
the next 10 to 30 years. Director Doi is also a 
big fan of “Atom the Iron Arm,” a comic and 
animation series created by Osamu Tezuka, 
and he is planning to do something special on 
Atom’s birthday in 2003. Imagine what will be 
available three years from now. 
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four-player Vs. mode. 

Koei has already shown their PS2 prowess with Kessen and Dynasty 
Warriors 2, so we expect the graphics for Winback to 
be much improved over its Nintendo 64 coun¬ 
terpart. 

-iun saMai 

w I 
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winback © koei 2000 


Koei is porting Win¬ 
back, their third-person 
action game that original¬ 
ly appeared on Nintendo 
64, to PlayStation 2. 

Released in October of 
1999, Winback on N64 
was not your typical 
action-shooter. The main 
character could perform 
over 350 different 
actions, and the third-per¬ 
son perspective fostered 
better control than in sim¬ 
ilarly styled first-person 
games. For the PS2 ver¬ 
sion, Koei has increased the character’s action total 
to 450, with over 2,000 different animations. 

Despite the character’s motion being so precise, the 
gameplay is simple enough for even an action¬ 
shooting beginner to enjoy. 

For those of you who have never played the N64 
version, here’s a brief description of the world of 
Winback: You take on the role of Jean-Luc Couger, a 
special operative for an independent government 
agency called S.C.A.T. (Strategic Covert Action 
Team). A terrorist group called the Crying Lions has 
infiltrated the military satellite (Strategic Weapons 
System) GULF, which they begin using to cause destruction through¬ 
out the world. Since it needs to recharge for three to four hours 
between blasts, you have to "win back" the GULF before the Crying 
Lions can use it again. In addition to the story mode, there is also a 
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Fists fly, heads pop. In this post-apocalyptic world gone mad, one man, Ken, 
stands between the evil Shin and the people that would bring new life to the 
world. Betrayed by his brother, in fear of his power, and left for dead, Ken is 
seeking the ultimate justice—Shins death and the return of his beloved—and 
anyone that stands in his way meets a gruesome death. Once Ken lays a hand 
on you, it's inevitable: he's the Fist of Northstar, and as such, it's just a matter 
of a few seconds before you explode. No time to cry. Pop goes the bad guy. In 
no other game do so many die so quickly and so often. 

Set in a Mad Max-like barren wasteland, this masterful PlayStation game fol¬ 
lows the anime to the letter. As Ken, you travel from place to place in search of 
Shin, slaying all comers and helping those weak and in need along the way. 
Bandai makes this an interesting game by incorporating excellent real-time cin¬ 
ema with bone crunching fighting action. Ken can run, jump, perform wicked 
combos and take on hordes at a time with his awesome martial arts super 
skills. This is the 3D action game PS owners never got, until now. 

Fighting Force promised it, but fell flat. Now Bandai pulls out the 
big guns and delivers a great game based on a great anime. The 


A) Buy this game and you'll know why we refer to him around here as the piss king. B) As 
a body pops into a bloody pulp, the entrails seem to hover before disintegrating. C) Like in 
the series, Ken walks alone, quietly, annoying no one, much like one grasshopper—only a 
lot deadlier. D) Vast real-time cinemas mimic the classic anime. 


fist of the northstar © bandai 2000 
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graphics are excellent for PlayStation, with polys textured in 
such a way as to lend much definition to the characters, and 
the animation is first rate. What I like most of all, however, 
are the special attacks. Whenever you are about to defeat a 
key character, the screen will flash a series of fists pointing 
in different directions. By pressing the corresponding but¬ 
tons, Ken unleashes his trademark mad fury followed by a 
cinema of the enemy slowly bursting into a mess of blood 
and gore. Anyone familiar with the legendary anime, or the 
awesome first action game for the Genesis, Last Battle, will 
want to add this import to their collector’s case. It's hard to 
get but so worth the effort. -ID. HALVERSOn 
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fist of the northstar © bandai 2000 
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Every so often, and not nearly often enough, 
a truly original game comes along. And even 
less frequently does an original idea actually 
come off and prove to be fun and 
worthwhile of its innovation. 

From Software’s latest PS2 game, 
Kuri Kuri Mix, manages to achieve 
both originality and fun, with a mind- 
bending concept that forces you to 
play in an almost alien way. The main 
thrust of the idea is that you are con¬ 
trolling two characters at the same 
time, one controlled by the left analog 
stick, the other by the right. The goal of 
the game is to get both characters, 
which are separated from each other 
by a wall, to the end of a narrow, verti¬ 
cally scrolling environment. Various 
obstacles are placed along the way on 
both sides, and even though the charac¬ 
ters are separated, they must work togeth¬ 
er to reach the end. This can involve tasks as 
simple as pressing a 
switch on one side to 


raise a platform on the other, or as complex and cooperative as guid¬ 
ing a moving mine cart by activating switchbacks. And all the while, 
there is a sense of tension, for if you leave either character standing 
still for too long, an enemy will float into frame, looking to pick you 
up and sap valuable time away. So even as you are trying to work out 
a particular puzzle, you’ve got to keep the other character moving 
around. This is when you feel your brain being split in two, a hint of 
schizophrenia setting in. But it’s such an interesting concept that 
you put up with a little bit of initial frustration. Naturally, a two- 
player mode makes things a bit easier, if a little less 
unique, but there is also a two- to four-player ver¬ 
sus mode that throws weapons and items 
into the mix as you battle to collect 
the most number of stars before 
reaching the goal. 

From Software plans to 
release Kuri Kuri Mix in the 
States within the next few of months, 
but a domestic name is still pending. 

whatever it’s called, this highly 
original game will almost certainly 
find a following among lovers of alter¬ 
native games. -mil-IS FlOlDlDS 
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From Software's flagship series, King's Field, is being prepped for 
the PS2, and is currently set to be released in spring 2001 after a 
long silence. King's Field was From Software's debut title for PS, and 
three sequels have been released thus far. 

According to From Software, the game concept is based on seven 
elements: nothingness, solitude, quietness, coldness, dampness, 


shadow, light and darkness. And to infuse these concepts into the 
play, the game includes various places and effects for maximum 
enhancement. 

As far as the game itself, it is said to be very non-linear, and there 
is no specific order to the events that you experience. As before, it is 
a first-person, 3D real-time RPG, and according to producer Nishida, 
"We felt that the game world was too large 
in III, so this PS2 version will be between II 
and III in terms of size, and it'll be more 
adventure rather than a riddle-solving 
game. And the difficulty level will be less 
than that of Eternal Ring." 

Although the company claims that the 
game is not graphically intensive, it already 
looks promising. King’s Field is an acquired 
taste, so let’s hope this latest in the series 
is more than just a visual and atmospheric 
journey, -jun sal-ial 


kuri kuri mix © from software 2000 king’s field © from software 2000. 
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Charge'N Blast, as its name might suggest, is action gaming at its most basic. It consists 
of charging a weapon, blasting hoards of grotesque monsters, and occasionally dodging 
incoming attacks. I suppose it would therefore be more appropriately titled Charge'N 
Blast'N Dodge, but I digress. Despite its simplicity, however, the game has a certain House 
-of-the-Dead-meets-Panzer-Dragoon appeal. The atmosphere is more reminiscent of HotD, 
complete with laughably bad English voice acting, while the lock-on system for certain 
weapons brings back fond memories of Team Andromeda's classics. Whether the game as 
a whole manages to measure up to either of those masterpieces remains to be seen. 

Totally void of power-ups or weapon upgrades, the only strategy involved with Charge’N 
Blast is in choosing your character. There are three of them, and each comes equipped with 
a set of two standard weapons and one special. John Dawn has long-range multiple rockets, 
Nicholas Woods launches powerful grenades, and Pamela Hewitt sports a highly effective mul¬ 
tiple laser. Before firing any of these weapons, you must press its corresponding button (X, Y, 
or B) and wait a second or two for it to charge. This is clearly the focus of the game, as the only 
movement involved is dodging left and right (via the L and R triggers, naturally). It takes a 
while to get used to not being able to fire constantly, but it's an interesting twist on the 
third-person shooter. 

In terms of visuals, these aren't exactly the Dreamcast's finest. Many of the textures 
are muddy, the level architecture is simplistic, and the explosion effects leave a bit to be 
desired. On the other hand, most of the monsters look fairly amazing, especial¬ 
ly the bosses. My personal favorite is the giant, lumbering Godzilla clone in stage 
two. Each boss has a shield generator that must be destroyed before they can be 
damaged, but many of the encounters are still too easy. Although the gameplay 
remains consistent throughout, the game's locales are quite varied. There's a city 

street, a beachfront, a small town, 
and even an underwater site. As it 
should be in all action games, you 
can grab a friend and explore 
these levels together. There is 
some harsh slowdown during two- 
player games in our preview ver¬ 
sion, but that will hopefully be 
remedied before the game ships. 

I'd also like to see something 
added to shake things up a bit, as 
the game can become somewhat 
monotonous at times. It's a good 
dose of mindless twitch action, but 
a little more depth certainly could¬ 
n't hurt. Whatever happens, Info- 
grames will be bringing Charge'N 
Blast stateside sometime early 
next year. 

-sieve thomason 


www.gamersrepublic.com 


charge’n blast ©sims 2000 
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Sony playstation E / psS\ 


World Republic Preview • developer/publisher koei • available in japan now 


Kessen, the game that let us experience the age of 
true battle, is coming back with more dynamic and 
dramatic elements in a sequel for PlayStation 2 this 
winter. In Kessen II, you play as the feudal lord Ryu-bi 
as he wages war against the powerful lord Sou-so in 

a crusade to 
rescue his 
beloved Cho¬ 
sen. Although 
loosely based 
on the time 
period of the 
Three King¬ 
doms, the 
story is com¬ 
pletely fiction¬ 
al. There are 
several ele¬ 
ments that 
generate more 
intensity in 
Kessen II over 


its predecessor. The first is a new Crowds 
Engine that can display 500 warriors in bat¬ 
tle simultaneously—about five times more 
than the first game. Equally significant is 
the ability to use Yo-jutsu (ancient magic) 
and Scheme during a real-time battle 
scene. There are also castle and 
river stages this time around, 
and characters’ facial 
expressions 

have been overseen by Kabuki 
(Japanese historical play) actors, 
trendy actresses, comedians, etc. 

Finally, full voice is used not only 
during cinematic sequences but also 
during tactics sessions and battles. 

As amazing as the first game 
looked, Kessen II appears to be 
even more of an achievement and 
should be an interesting mix of his¬ 
torical and fantastical elements, -jun 
sal-ial 


PJE 


sany playstabian 2 / psa\ 


World Republic Preview • developer/publisher koei • available in japan winter 


Gitaroo-Man is Koei’s original music action game that features 
character designs by renowned illustrator 326 (Mitsuru). The main 
character, U-i (Yuichi) is a Gitarooist. A Gitaroo is a legendary instru¬ 
mental weapon, and Gitarooists have the ability to transform into 
Gitaroo-Man. 

Even if you are an action or music game beginner, don’t worry: 


Koei has said that anyone can play this game easily since its control 
is so simple. Even so, you will be able to play music using a lot of 
technique once you become accustomed to the game. As for the 
type of music to be found, there are various styles such as pop, 
groove, and R&B. Gitaroo-Man also features a Vs. mode and Har¬ 
mony (cooperative) play mode, -jun sal-ial 


kessen 2 © koei 2000 
gitaroo-man © koei 2000 


www.gamersrepublic.com 
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hajime no ippo-victorious boxers © george morikawa/koudansha 2000/©ESP/Koudansha 2000 
gundam © soutsu agency/sunrize 2000/© bandai 2000 
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5nny playstatbna/psa| 


World Republic Preview • developer /publisher bandai • available in japan now 


It should be a good...no, it should be a great 
experience to get into the Mobile Suit Gun- 
dams and fight with Char the Red Comet. 
Chivalry with rivalry was what made the view¬ 
ers excited about the battle between Amro and 
Char on the hit anime series. Not only that, but 
all the mobile suits—Zaku, Gouf, and Dorn - 
the Zion empire brought into the war were irre¬ 
sistibly good looking, which made us like them 
even though they were enemy characters. 

If you missed our previous coverage of 
Mobile Suit Gundam, here’s a recap: this PS2 
title will be Bandai’s first 3D action game based 
on the original Gundam animation series. 
Immersing players into the One Year War 
between the Federation and the Zion empire, 
one of the game’s highlights will be newly cre¬ 
ated, high-quality animation totaling 40-plus 
minutes. The animation sequences are being 
specially re-created to surpass the quality of 
the box office version of Gundam - every part is 
minutely drawn, with lighting that gives each 
character an awesome presence. 

Bandai has tried to keep the controls simple. 
Changing weapons and locking on are easily 
executed with a single button press. Also, it’s 


easy to change the point of view while 
moving, even while dashing and jump¬ 
ing, so even players not familiar with 
mech games can jump right into the 
action. Just like in the anime, you can 
even attack numerous enemy mobile 
suits at the same time. 

Not much else can be said now, but it 
definitely looks like it will be a hit with 
anime and robot fans. Check out these 
new pics and look forward to more in a 
future issue. 

-|un sal-tai 


F^-TEE! 


sony playstation 3 / psa\ 


World Republic Preview * developer esp/koudansha • publisher esp • available in japan now ^ 
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Hajime no Ippo is a comic series created by George 
Morikawa that has been appearing in a weekly comic 
magazine published by Koudansha for more than 12 
years. Starting this fall, an animated television series 
will also kick off. What has made the series such a long 
running success is that it depicts a realistic yet strong 
impression of what a boxer’s life is like through tales of 
rivalry, friendship, and challenge. 

Although simple to control, the Hajime no Ippo game 
replicates the dynamics of boxing nicely, including the 
use of graceful footwork and combinations of different 
attacks. The analog stick controls defensive maneuvers 
such as ducking and footwork, and all the offensive 
moves are done with buttons, including Li and Ri. So 
after dodging or ducking an opponent’s punch, you can 
easily and intuitively hit him with, for example, a right or 
left hook. Basic offense includes jabs, 
straight punches, uppercuts, and hooks, but 
by combining punches with the R2 button, 
your attack changes from a conventional jab 
or straight punch to a body blow or uppercut, 
depending on the position or posture of your 
character. Also, just like in real boxing, when 
you press certain buttons while moving the 
analog stick you can cause more damage to 
your opponent by getting more weight 
behind the punch. 

The game includes both a story mode and 


Vs. mode. In story mode, the narrative fol¬ 
lows the original storyline in which Ippo, 
the main character who is weak at the 
beginning, decides to become champi¬ 
on. 

So far, only one boxing title has 
been released for DC and PS2 — 

Ready 2 Rumble. Although that 
game is fun, it was a disappoint¬ 
ment for those craving a realistic 
boxing bout. Hopefully, Hajime 
no Ippo-Victorious Boxers will 
bring us the intensity of boxing 
in the virtual environment. 

-|un sal-iai 
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STREET FIGHTER ALPHA 

REVIEWED BY DAVE HALVERSON 

•2000 MANGA ENTERTAINMENT 

60 MINUTES*ENGLISH DUBBED 

OOOO7/2 ACTION/ADVENTURE 


Endearment for Capcom's Street Fighter franchise 
runs deeper than a mere affinity for the greatest 
fighting game series of all time. The character 
designs, storylines, music, and especially the 
incredible art help suck all comers into the universe 
as if it were a deep RPG rather than a decade-old 
fighting franchise. As such, Street Fighter has been 
the subject of many a commercial venture, with an 
emphasis placed, disappointingly, more on exploit¬ 
ing it for cash than doing the game justice. The 
abysmal motion picture, accompanied by an insult¬ 
ing game spin-off, made our stomachs churn, a 
decent (at best) initial anime feature and low bud¬ 
get Japanese TV series fell far short of expectations, 
and the U.S. cartoon was an outright catastrophe. 
On the plus side, ReSaurus released a beautiful 
action figure line, but the curse followed: the com¬ 
pany with the best-looking figures on the planet 
happens to have the worst track record in the toy 
biz. The series 2 figures still haven't shown up. 

In commemoration of Street Fighter’s ten-year 
anniversary, the franchise is finally getting the 
respect it deserves via Capcom, Bandai, and Manga. 
When people remember Street Fighter (if it ever 
dies), it should be for two things: the games—their 
legendary hand-drawn graphics, fluid animation 
and groundbreaking control schemes—and this 
brilliantly depicted anime, Street Fighter Alpha the 
Movie. The story has many layers, including the 
mysterious appearance of Ryu's younger brother, 
Shun; Akuma's treachery as the lord of the Dark 
Hadou (and Ryu's struggle not to fall into the same 
dark fate); and Shadowlaw's ultimate scheme to 
absorb the Street Fighters’ powers to rule the world. 
Intertwined, Rose's relationship with Ryu as a mys¬ 
terious spirit guide, Sakura's fascination with Ryu, 
Ken's undying loyalty, and Chun Li's search for the 
truth combine with inspired cameos to shape an 
overall plot that will have Street Fighter loyalists 
heaving sighs of relief and jubilation. Great charac¬ 
ters just keep showing up like Vega, Zangief, Birdie, 
Dhalsim, and Adon, and they are all drawn to per¬ 
fection using the trademark thick black outlines and 
exaggerated features (such as Ryu's large hands 
and feet) that have been missing in every other SF 
production. And for once, the soundtrack lives up to 
the visuals, sounding more like a big-budget the¬ 
atrical release and less like a generic video-game 
clone. But most of all, the greatest pleasure will be 
derived by the many spectacular fighting scenes, 
which are simply brilliant in every way, from the 
beautiful animation to the amazing angles and spe¬ 
cial effects. We don't have to wait at all for the 
action to start, and once it does, it is balanced per¬ 
fectly with the excellent and well-written drama. 
Manga has done an admiral job with the dubbing 
too, delivering one of their best in years. 

As sequels go, Street Fighter Alpha the Movie far 
exceeds its predecessor, and as a video-game- 
derived anime, it now stands at the top of the class 
along side ADV's Sin. GR 
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CARD CAPTOR SAKURA DVD VOL 1 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 PIONEER ENTERTAINMENT 

100 MINUTES • ENGLISH SUBBED 

oooo 


FANTASY/ADVENTURE 

Let’s start off by saying that this is not the awful, butchered 
version that we all saw on Saturday morning cartoons. If this 
has been your only experience with Card Captor Sakura, then 
you must attempt to rid the horrid experience from your mind 
and make a fresh start. 

CC Sakura keeps the standards that Clamp has created as 
high as ever. Sakura Kinomoto is a normal fourth-grade girl with 
an older brother in high school. One day, Sakura stumbles 
across a book called "The Clow." This magical tome contains a 
set of tarot-like cards and a small guardian, Kerberos. Kerberos 
looks more like Unico than a protector really. Sakura acciden¬ 


tally loses all of the Clow / f "W / 
cards in the book except / / / / 

one and awakens Ker- / / ""jf / 
beros. Kero charges I M 

Sakura with finding, L/ f / 
capturing and returning 
all the Clow cards back into his protec- 
tion. And so a Card Captor is born. 

Each card has a magical property that must 
be overcome with the use of another card. iH 
Sakura is unsure of herself at first, but with JHH 1 
_____ the help of her best friend and HH 
Kero, she is willing to try to find all IV 
Mgm the cards. 

Where the American version of CC 
wfW' Sokura was made to cater to people V 
wi-Er ages 10 and under, the proper version of 
^ this anime will appeal to all age groups. 
I /■ Sakura has an enjoyable story, Clamp char- 
j J acter designs, and solid animation. Realiz- 
ing the number of people who will never 
watch the real CC Sakura because of the 
recent American TV rendition, I am 
I positive someone needs to suf- 
I fer for this crime against anime. 

I GR 


TENAMONYA VOYAGERS DVD VOL 1 

REVIEWED BY SHOLA AKINNUSO 

•2000 BANDAI ENTERTAINMENT 

100 MINUTES • BI LINGUAL 

oooo 


FANTASY/COMEDY 

When you find yourself burned out from the grim and dour of more dra¬ 
matic anime, it's refreshing when something like Bandai's Tenemonya 
Voyagers dedicates everything it's got towards making you chuckle. 
Using an assortment of racy sexual imagery, some surprisingly effective 
big-budget mech battle scenes, and regularly hilarious dialogue, Tena- 
monya's premise—three women vs. the universe (sort of a big action 
Thelma and Louise meets Bonnie )—is a fantastic-looking parody of just 
about every serious anime you've ever seen. The story is a running joke. 
Trapped on the wrong side of the galaxy due to school budget cuts, 
teacher Ayako and student Wakana (from Earth) are unwitting allies in 
helping—get this—Space Trash Parilla, the 18 year old female leader 
of a notorious intergalactic mafia, reach home in order to take Jk 
advantage of a legal loophole absolving her of all crimes. Chased by Jf 
both the mob and a bad-ass (read: psycho) female cop with a J1L 
destruction lust, the sometimes quirky, maybe sexy, but always jflH 
crazy trio pokes fun at everything from Macross to Arcadia of f N 

My Youth with visual ribbing and outright plagiarizing of % ^ 

scenes that manage to lampoon and pay homage to their inspi- 
rations in the same outrageous gag. 

Produced by Bandai Visual and Studio Pierrot, the Tenamonya 
Voyagers DVD contains all four episodes of this short-lived series, A 


managing to create a sort of cult following due to its exceptional budget 
(each episode looks like a high-cost OVA) and winning characterization. 
Add in that this series is funny as hell, even if you're like me and hate 
anime comedy, and Tenemonya Voyagers becomes one of the few must- 
own anime that deserves the DVD format, even if looking at the girls with 
big mechs and skimpy clothes is a guilty pleasure, gr 
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COMING SOO, 


After Colony 196. A year has passed since the events that took plape in the original Gundam Wing television 
series. Tranquility has spread throughout the Earth and the colonies are at peace. The Gundam pilots now 
find themselves attempting to rebuild their lives in this new erailNo longer having any need for their 
weapons of war ; they have sent their Gundams into the sun to be destroyed. But suddenly, Relena Darliari, 
a high-ranking government official is kidnapped by a colony with aspirations of total domination. The 
Gundam pilots and their allies find themselves called into action once again. The Endless Waltz has begun... 

Exclusive ^Bonus'. ^ 1 ™ W •• 

HHqgpupp Battlefield of Pacifists, is an original mini- 
com,c which bridges the gap between the 
' ■'i ' Iji,. i Gundam Wing TV series and the Endless Waltz 

^wMM movie. A must-have item for all Gundam fans. 

Mini-Comic Bundled inside marked VHS and DVD* 
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WINGS OF HONNEAMISE DVD 

REVIEWED BY DAVE HALVERSON 

•2000 MANGA ENTERTAINMENT 

125 MINUTES • BI-LINGUAL 

ooooo 


ADVENTURE/DRAMA / # 

As anime continues to grow and become more mainstream in America, the con- / ^ / f # || 

tribution of DVD technology plays an ever-vital role in turning on a new genera- / / f / I J 

tion to some of the epics that helped get us here. Most of the truly great / . M k 

achievements in animation took place before the introduction of modern tech- / 4 / 

niques, such as CG integration and digital animation. These t y ffiHSRC F / ImM 

anime are painstakingly hand drawn, making them 
true labors of love, and that charm shines through in a way that 
leaves an indelible mark on the viewer, regardless of their knowl- 
mk *sr A ec ^ e or inv °l vement > n an ' me or animation. One such work 

U §* and a big reason I came to love anime so much is Hiroyuki 
vr |HBI M|r' ' Yamaga's 1987 epic The Wings of Honneamise, the tale of 
a world not unlike our own and its saga surrounding 
Mk launching a man into space. Covering the gamut of 

W human emotion-love, duty, honor, humility, perse- '.Ui r _ A 

9 B| i ll] Wf&EL m verance, greed-along with political conspiracy, 4 ^- T|BM 

Wi n 9 s takes us on a wonderful excursion as we follow 
cadet Shiro Lhadatt and his transformation from a | 

■ fjr " lazy hanger-on to a hero with the odds stacked heavily I 

\ against him. 

W/ngs ‘ s as much a visua * ^ east as ‘ s an intellectual one, containing some of the most incredible 
y 1 character and ship designs ever devised, and architecture that is indescribably visionary and breath- 
W B B taking. Brought to vivid life through Disney-quality animation, a soundtrack that will stir your soul and 

I W 9 SR superb voice acting, Wings stretches beyond the parameters of mere entertainment, reaching towards 
l p 1 t J something on a much more personal level. If ever an anime warrants being referred to as magical, the 

IlSHnk - Wings of Honneamise deserves such praise. This digitally remastered DVD presentation features rare 

, deleted scenes and perhaps the greatest bonus ever, the amazing story of how Gainax came to 
be. Witness the four-minute emotionally charged short created by Yamaga's 
team (who would go on to form Gainax) that prompted Bandai to green 
■ flag the eight-million-dollar budget needed for Wings- the 

largest ever for an animated feature at the time. GR 


GUNDAM WING: ENDLESS WALTZ 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 BANDAI ENTERTAINMENT 

85 MINUTES • ENGLISH DUBBED 

OOOO 


.^/^7V0/V//WECHA 

I really wish that the entire Gundam Wing series looked and felt like Endless Waltz. With superior art, 
animation and story compared to the regular series, Endless Waltz makes Gundam W go out with 
style. Gundam stories are notorious for being not only tangled, but almost as sluggish as Dragonball A 
Z. Just when you thought it was safe to put away your Gundams and live peacefully... / 

Treize Kushrenade had some offspring that very few people know of. Her name is Marimae, and 
someone is very determined to put this young girl on the colony throne. Marimae is convinced 

that she has divine right to rule and that all should bow n 
■ before her. She has Relena kidnapped in order to help M 
give her seizure of power more authority. Relena has, //***& 
I by this point, grown up quite a bit into a young and 

have four of the Gundams off to \ 

I the proverbial scrap pile, as there was no 
further use for those giant machines of war. f 
Mtw The last thing they need is for another war to 
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SLAYERS: THE BOOK OF SPELLS DVD 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 ADV FILMS ENTERTAINMENT 

75 MINUTES • BI LINGUAL 

ooo 


1/2 FANTASY/ACTION/ADVENTURE/COMEDY i # 

Lina Inverse hasn’t always traveled with Gourry. For a small J ■ / / 7 

amount of time before she met up with her blonde-haired, squid- J f m f J J 

brained companion, Lina traveled with Naga the Serpent. J L—J / ■ ■■" / i 

A Naga and Lina are rivals of a sort. Naga wishes she J L / Jl 

had Lina’s strength in the magical arts, while Lina [ J / / y 

BjF wishes she had Naga’s mammarial fortitude. Lina 

has, after all, always been a little challenged in the breast 

This DVD is a compilation of the three Slayers adventures that ^ 
have already been released by ADV starring Lina and Naga. So if you B ISt 

B iem, this is a great place to start your B 

id scientist named Dior, who is intent 
i one of his projects and turning her 
In this process, Lina’s powerful 
ild be spliced with the DNA of two 

is making for a ridiculously powerful, and just plain old ridiculous, combina- 
Lina abhors this idea, as she is afraid that people would die of laughter before 
y died of any sort of magical spells she may cast as a chimera. Dior realizes that 
apturing Lina against her will is slightly easier than making the Earth rotate 
backwards, so he decides that he needs a few clones to help get the job done. 
Who better to clone than Naga? Unfortunately, 10 Nagas around is far, far 
scarier than any Lina/Dragon amalgam, gr 


^ NEW CUTEY HONEY DVD VOL 1&2 

REVIEWED BY CHRISTINA ALEXANDER 

qqq NUTES per V0LUME * BILINGUAL 

Honestly, this is the second time I have seen this anime; the first time I didn’t " 

like it. I abhor most things that come into contact with Go Nagai, except for Dev- 
ilman (don’t ask). Go Nagai did not direct Cutey Honey, but this was distinctly his I 
creation. Anyway, time has passed, and so I gave it another try. Cutey Honey has nl 

actually started to grow on me. Kind of like Charlie’s Angels. Like the recent cin- ■ < y v M 

ema flick, Cutey Honey manages to be fun despite the blatant T&A shots. 

The city where Chokkei Hayami lives is infested with crime. To make things 
worse, the criminals here often have the ability to turn themselves into demons. 'wH 

While Chokkei is attending a speech by the mayor, a crime boss attempts to force 

the city into submission. However, there is a tale of a woman warrior who has j 

great skill in battle and it is rumored that the Mayor’s secretary, Honey Kisaragi, 

is the one. Unfortunately, Honey can’t remember anything about her past. She soon discovers that she is really Cutey j 
Honey, a battle android with the hidden power to assume any female form. Honey uses her different forms to take on dif- | 
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CITY HUNTER OVA: SECRET SERVICE VOL 5 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 ADV FILMS ENTERTAINMENT __ 

90 MINUTES • ENGLISH DUBBED ^ —* 

GOO, ACTION/COMEDY f 

^ Ry° Saeba’s infamous reputation can get him dose to the / m 
yVrSTx*/ most important people in Jap a n. Ryo a nd Kaori are seemingly J / Jrf 

X \ Y hired t0 §uard an i m P ortant diplomat, Mr. McGuire, after he / / 

hr= received a threatening phone call. Mr. McGuire was a free- / jL 
vp i/ dom fighter and political prisoner for his country, and now L/ t A 

flS \ he wants to be elected democratically by its citizens. Once 

^ the City Hunter pair meet McGuire at the Diet building, they discover that 
McGuire really wants them to guard his daughter. McGuire’s estranged 
daughter is a secret service agent, who has no idea her life is in danger. Ryo’s job 

BE won’t be easy since McGuire seems intent on keeping horrible secrets .- —— 

' from his P ast - vQ® 

Jn If you have seen City Hunter before, then you know the drill: -—— 

* - WIl Ryo’s incredible gun prowess and Kaori’s healthy usage 

f M of a loo-ton mallet. Ryo’s doggy ways have not 
| changed a bit, as he spends most of his time as a ^1 

bodyguard rummaging through an underwear draw- / /A 

sqm IK ■ \ er, and spouting bad poetry. However, Ryo’s nookie 

mW, mission has as much of a chance of succeeding as <SHi 

^HI 4 fr the silly rabbit’s chances are of getting those , 

W l __ damn Trix. Kaori always seems to show up 

BfWfer just in time to cram her mallet up Ryo’s nose 

§§§L ^pt , / an d Stop him from getting his hands on 

some poor unsuspecting female’s goodies. 

l iSmmS* R y° then usually spends his nights tied to a /jt^f\'~ 7 ~' 

giant i°§ thinking about his transgressions 
UK against the female population. This man will jgga|j|3gK 
IT never get any. GR 


IRRESPONSIBLE CAPTAIN TYLOR OVA VOL 1-3 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 THE RIGHT STUFF INTERNATIONAL 

210 MINUTES • ENGLISH DUBBED 

ooo 


1/2 FANTASY/COMEDY 

For those of you unfamiliar with Captain 
Tylor, here’s a bit of background: Justy Tylor is I 
basically an idiot who stumbles into being the I 
captain of a space warship, the Soyokaze. He 
has no experience and no clue, yet his incredi- I 

ble luck always brings him out on top. Tylor’s KB ! 

crew has little to no respect for him, because BBwKfcZ^B 

they always seem to witness this amazing luck I 
first hand. The idea has been done before you 
say? Well yes, but Captain Tylor is actually funny. 

The UPSF is at war with the Raalgon Empire, but the empire’s Empress Azalyn 

— t -- -- would rather go on a vacation than fight with the 

] humans anymore. On the other side of space, 
iBHBv J y lor has been called in by the top brass to per- 
I sonally oversee a secret mission. The mission is 
tantamount to committing suicide as the crew of 
Soyokaze has very little chance of surviving. 
T ^ e Raa ^ on em P ire has developed a new 
weapon that may just win them the war, and 
Tylor and the Soyokaze must take it out. Tylor 

✓7— | — -——x has other plans, though. As a personal friend 

f / ^~ | j|fe of Empress Azalyn, perhaps he can find a 
W WaW 'wH more peaceful way to end the war. Through- 

f ' 4 * Mill out this mission ’ Tyl° r is forced to listen and 

/a I i I I ur| derstand what his crew really thinks of him 
L mkkk& H ^ *||f j and his tactics. This in turn forces Tylor to 
y think about his actions before he goes 
j through with them. C5R 


Are they serious? Surely Central Park Media doesn't 
expect this completely cheesy rip-off of Vampire 
Hunter D-\n this case, a vampire that creates swords 
of blood in his spare time as a detective-to be any 
more appealing than the horrible Forever Knight (a 
failed U.S. live-action show with the same premise) or 
even-at best-lukewarm Buffy spin-off, Angel 
(again, same premise). The creature-of-the-night- 
turned-good schtick wouldn't be so bad if the art and 
animation weren't so horribly generic. Ditto for the 
plot: bad demon guys possess living creatures in the 
bloodiest way, and ,, 

p^y^fau 
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- Gamer’s Republic 



THE MOVIE 



Manga Video proudly presents the anime event of 2001 when Ken, Ryu 
and Chun Li return in the all-new, action-packed Street Fighter Alpha. 



The Ultimate Fight Begins 
November 29th only at 

www.manga.com 


IN STORES 
JANUARY 30“i 


VHS $19 95 SRP 

DUBBED IN ENGLISH 
MANGA4064-3 


VHS $29 95 SRP 

IN JAPANESE WITH ENGLISH 
SUBTITLES 
MANGA4061-3 


DVD $29 95 SRP 

MANGA4061-2 


Ryu must undertake the ultimate journey of self-discovery 
and learn to control the force threatening to consume him. 

But with his confidence waning, will he have what it takes 
to confront Akuma - the vicious master of the Dark Hadou 
himself? Find out as allies old and new join forces against 
a sinister new threat in the pulse-pounding sequel to the 
phenomenally popular Street Fighter IIV series. 


: Jk < 

MANGA 


Available at 


SS' and fine entertainment 
outlets everywhere. 


sputnik' 


! 2000 Manga Entertainment 








anime top 5 contest 


Saber Marionette J DVD vol. 1 
Limited Saber Marionette J postcard 


To enter, send your top 5 anime picks on 
whatever parchment you choose to: 

Gamers’ Republic Anime Contest 
32123 Lindero Canyon Road 
Westlake Village, CA 91361 
or enter online at: 
dhalverson@gamersrepublic.com 


presented by bandai entertainment and gamers republic 


1. Card Captor Sakura (un-cut) Pioneer 

2. Cowboy Bebop Bandai 

3. Neon Genesis Evangelion ADV Films 

4. Fushigi Yuugi Pioneer 

5. Amazing Nurse Nanako Pioneer 


repu_ihilic: 


EDITOR 


TOP 


EFIM 


R 


R 


PUBLIC 


C. Alexander 


D. Halverson 


S. Akmnuso 


1 . Wings Of Honneamise Manga 

2 . Card Captor Sakura Pioneer 

3 . Silent Mobius Anime Village 

4 . Rurouni Kenshin ADV 

5 . I.C. Tylor OVA Right Stuff 


1 . Spriggan ADV 

2 . Wings Of Hommeamise Manga 

3 . Street Fighter Alpha Manga 

4 . Princess Mononoke Miramax 

5 . A.N. Nanako Pioneer 


1 . Cowboy Bebop Bandai 

2 . Blue Submarine Bandai 

3 . Samurai-X ADV 

4 . Escaflowne Bandai 

5 . Arcadia Of My Youth AnimEigo 


Saber Marionette J DVD vol. 1 

Saber Marionette J Promo Poster 
Saber Marionette J Authentic Ani. 
Limited Saber Marionette J postcafra C 


To enter the Bandai Entertainment/Gamers' Republic Top Five Anime Contest, simply send us a list 
of your favorite five anime, new or old. Make sure to include your name, address and age and send it 

to: Gamers’ Republic Top Five Anime, 32123 Lindero Canyon Road, suite 218, Westlake Village, 

CA 91361, or e-mail our venerable leader at dhalverson@gamersrepublic.com. First prize will receive: 

A Saber Marionette J DVD vol. 1-3, Saber Marionette J Promotional Poster, Saber Marionette J 
Authentic Animation Cel, Limited Saber Marionette J postcard, and a 1-year subscription to Gamers’ 
Republic. Runners-up will receive: A Saber Marionette J DVD vol. 1. Limited Saber Marionette J postcard, and 
a 1-year subscription to GR. Good Luck everyone! 

Gamers' Republic would like to thank Bandai Entertainment for their support. 

No purchase necessary. Void where prohibited. 
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nderful sequels'fo the TV series: TheMyste 

ber 2000 - Memories^ DecemberZMyS! 


Don’t miss 

lliusion?Tr4 


Pokemon - Show Time! V.23 . 

Pokemon - Into the Arena V.24- 

pokemon - Into the Arena V.24./> 

Tenchi Universe - Time & Space Adventures V.4 

Trf§un.^Angel Arms V.5 .. 

Trigun - AlmjeLArms V.5-\. 

Trigun - Angel Arms V.5. . 

December 2000 Releases 

3x3 Eyes - DVD Collection.... 

Black Heaven - Space Truckin’ V.2 ... 

Black Heaven - Space Truckin’ V.2 ... .>v^v 

Black Heaven - Space Truckin’ V.2. 

Fatal Fury OAV Collection . 

Fushigi Yugi - Memories (OVA) V.2 ..... 

Fushigi Yugi - Memories (OVA) V.2. 

Tenchi Muyo! - Trouble Hatches V.1 . 

Tenchi Universe - Space I V.5 . 


November 2000 Releases " 

3x3 Eyes - The Legend of the Divine Demon V.2 
3x3 Eyes - The Legend of the Divine Demon V.2 
C ardcaptor Sakura - The Clow V.l ■ 

Cardcaptor Sakura - the Clow V.l . 

Cardcaptors - Tests of Courage V.l . 

Cardcaptors - Tests of Courage ^-^rTT.... 

Dual - Student Housing V*SK ... 

Dual - Student Housing V.2 . 

Dual - Student Housing V.2 . 

Fushigi Yugi - Seiryu Box DVD Box II) . 

Fushigi Yugi OVA - Illusions V.l . 

Fushigi Yugi OVA - Illusions V.l . 

Hyper Doll . 

Lain DVD Lunch Box Set. 

Phantom Quest Corp. 

Pokemon - Show Time! V.23 . 


. .$14.98 , 
. .$29.98 
. .$24.98 
. .$24.98 
.$198.98 
. .$24.98 
. .$24.98 
. .$14.98 
.$119.98 
. .$14.98 
. .$24.98 


For More Information, Please Call 1.800.526.0363 or see our website at www.ploneeranlmatlon.com 


© Yu Watase/Shogakukan • TV Tokyo • Studio Pierrot 
© 1996 Yu Watase/Shogakukan - Bandai Visual - Studio Pierrot - MOVIC 
Licensed by Fuji Creative Corporation. All Rights Reserved. 


SUNCO/IST 


KINOKUNIYA 

BOOKSTORES 


MOTION PICTURE COMPANY 
WE KNOW MOVIES 


888-COMIC-BOOK 


















































ftuiijnt.i nna> 


From the left: Just in time for the Christmas chopping sea¬ 
son, meet Guillotinna; next meet the witch most likely to be 
invited to a sleep over at Ken’s pad while Barbie’s working, 
Noctilica; and, finally, ladies and gentlemen, Mrs. Marilyn 
Manson (sorry Rose). No, actually it’s Phantiana, a woman 
that loves to dress up naughty and play with organs. These 
fine ultra-detailed beauties can be yours. From Fewture 
models, they’re available now through banzaianime.com. 
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(stems • www.xdreamfones.com - Retail: $149.99 


normal to pump up the volume when you 
are playing games, listening to music, or watch¬ 
ing your favorite movies. But unless you are fortunate enough to live 
in soundproof room, a large house, or out in the middle of nowhere, 
you have to be thoughtful about the level of sound that you might be 
inflicting on your neighbors. 

But wouldn't it be great if you could play your music, movies, and 
games at a sound level that you find satisfying without worrying 
about being reproached or demurred? One solution is xdream, a 
wireless headphone system that is to be available Spring 2001 from 
FreeSystems, a Singapore-based company. 

xdream is the first pair of headphones ever to use 2Mbps wireless 
digital transmission via infrared. Like other wireless headphone sys¬ 
tems, xdream comes with a set of wireless headphones and base 
unit that connects easily to home audio systems or your PC. Nothing 
new here, except that the sound quality of xdream is 
unprecedented. With a frequency response of 
20HZ-20KHZ and a signal-to-noise ratio of 
9odb, xdream delivers listeners great 
sound experiences; no other wireless 
product can match its sound quality. It 
gives you a crisp sound from low to 
high frequencies, and even sounds 
better than most cabled headphones. Most 
impressive is the fact that you don't hear 
hissing that is caused by distortion through cir¬ 


cuits and analogue transmission, which is easily 
noticeable in other infrared wireless products. 

The headphones themselves are ergonomically 
designed and weigh an acceptably light 3iog, so 
you can comfortably wear them for long hours. Plus, if you desire, an 
unlimited number of headsets can be used for listening at the same 
time. 

When the final product is released, the system will feature an 
optical input in addition to the USB and RCA jacks, making it perfect 
for use with the PS2. -J. saMai 



• EMARKER 



Sony • www.emarker.com • Retail: $19.! 

99 


Sony's inexpensive, clever emarker 

Desirability: 

• • m m 9 • 

A 


solves a common and often infuriating 

problem that nearly all of us can relate to. How many times have you 
tuned into your favorite radio station only to catch the end of a great song, 
left to forever wonder what it was? Such twentieth century frustrations are 
now a thing of the past. Now, with Sony's emarker in hand, you simply 
press a button when you hear a song you like. 

Once home, you plug the emarker directly into your PC's USB port (Mac 
support should be available 

emarker website, where it tells you the name of the song 
that was playing when you hit the emarker button. 

Artist information is also displayed, and you even 
have the ability to listen to a sample or order 
the album online. But it's not magic, as all 
the emarker actually does is keep track 
of the time you pressed the t 
and from a database of local 
tions, it will figure out what v 
playing at any one time. 

-m. hold Ids 




Cybiko • www.cybiko.com • Retail: $130 


The idea of a PDA 
designed for the 
younger set is a good one, and the Cybiko wireless 
intertainment system's kitchen-sink approach is sure 
to appeal to its target audience. Using 900 Mhz send 
and receive capabilities, you can chat and play games 
against other Cybiko users within a 150-300 
foot radius, and of course the unit can 
store scores of addresses, phone num¬ 
bers, and other personal bits of infor¬ 
mation. And through the use of ser¬ 
ial connection, you can connect t 
a PC and download free games 
from the Cybiko website 
and even read and com¬ 
pose e-mail. Unfortu¬ 
nately, the system's 
miniscule keyboard, 
which forces you to type 
with a plastic stylus, serious¬ 
ly hampers its ergonomic effec¬ 
tiveness. -m. MOULDS 


Cybiko 


www.gamersrepublic.com 














^peripherals 


•DVD Master Remote 


Interact • Retail: $19.99 



The DVD Master 
Remote does what 


it's supposed to—control the DVD fea¬ 
tures without messy wires, as well as 
your TV. The On-Off switch was screwy 
with our GXTV, but otherwise the 
remote functioned great. Although you 
have to plug in an infrared receiver, you 
can stick it in controller slot two so that you aren't con¬ 
stantly plugging and unplugging. There's also a $15 TV- 
incompatible version. 


•Mad Cati Smb Memort Card 


Mad Catz • Retail: $29.99 



If you're like us at GR, 
you're probably a bit wary 
of off-brand memory cards, 'cause 
than losing that save file after 
But Mad Catz's 8MB 
every bit as good as Sony's in 
been using it. This officially licensed product 
even comes in a variety of snazzy colors to 
choose from. 



Performance • Retail: $49.99 


Please tell me: why 
did the brake and gas 
pedals keep activating automatically? This intermittent 
problem kept coming up as I used the wheel, mak¬ 
ing it impossible at times to drive or even navi¬ 
gate menu screens. It works fine without 
the cheap-feeling pedals, but 
what's the fun in that? The 
wheel should have been more 
responsive, too. 


Interact • Retail: $69.99 


With its rubber grips, sub- I 
stantial foot pedals, extra 
shift lever and smooth buttons, the Blue Thunder is a 
solid, well-built racing wheel. I would have liked it 
to be a bit more responsive (you have to turn at 
least 30 degrees to get a response, which is 
problematic until you get used to it) 
and laptop use is a joke, but 
overall it makes playing 
racing games much 
more fun. 


Interact • Retail: $29.99 


IRFORMANCE * RETAIL: $24.99 


Blue Thunder Racing Wheel *VF3 FX Steering Wheel 


Dual Impact 


Multiplayer Adaptor 


If you're in dire 
need of an extra PS2 
controller and can't spare the extra $10 for 
Sony's brand, then the Dual Impact 2 will 
work fine. It looks cheap, it feels chunky 
(especially the shoulder buttons), the 
analog sticks are a bit loose, and the 
directional pad is weird, but it gets the 
job done. Only for those on a budget. 




In our tests, the ■ 

Multiplayer Adaptor 

worked every bit as good as Sony's PS2 multi¬ 
tap. All the ports and memory card slots func¬ 
tion fine, and it costs $10 less. It's kind of big, 
and aesthetically, it's not too sleek, but it's 
what's inside that counts. Unfortunately, it 
isn't functional with PSi games, but neither is 
Sony's. 


•Storm Chaser 


1 Interact • Retail: $29.99 



Aside from the 
funky directional pad 
and inconvenient select and start keys, the Storm 
Chaser feels good and works well too. The but¬ 
tons have a solid feel and the analog sticks are 
nice and tight. But the real reasons to consider 
a Storm Chaser are the fully-functional extra fea¬ 
tures: turbo-fire, programmability and six-button 
layout. Street Fighter EX 3 players take note. 



•Retro Shock 2 


Pelican • Retail: $19.99 



I was all set to rec¬ 
ommend the RS2 as 

the aftermarket PS2 controller to get, with its 
great rubberized grips, wonderful analog sticks 
and concise design that lets the pad rest com¬ 
fortably in your hands. But then I tried using the 
directional pad and discovered it was just a bit 
sticky, especially for precision movement (fighting 
motions, gentle steering). Pelican was so close, too. 
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screen: Rl(xl3), R2, Rl(xlO), R2. You 

WILL HEAR A BELL CONFIRMING YOUR 
SELECTION. 


insTnrrr double swot 

The FOLLOWING CODE CAN ONLY BE USED 25 

times. First, pause the game then press 
Up, Up, Down, Down, Left, Right, Left, 
Right, Square, Triangle. 


PLnv ns sum Jim 

In ProQuest Mode, at the Rider Selec¬ 
tion Screen, enter: Down, Down, Left, 
Right, Up, Up, Y. 


insTnrrr loser shot 

The following code can only be used 25 
times. First, pause the game then press 
Up, Up, Down, Down, Left, Right, Left, 
Right, X, Circle. 


□PEn SHRQ, CIGRR BILL, 
HILLRRV 

To unlock Shaquille O’Neal complete 
Arcade Mode five times; Bill Clinton 
nine times; Hillary Clinton ten times. 


□PEn nLL BINES 

In ProQuest Mode, at the Bike Selection 
Screen, enter: Up, Left, Up, Down, Up, 
Right, Left, Right, Y. 


SNinnV FIGHTERS 

TO PLAY WITH A SKINNY FIGHTER IN ARCADE 

Mode, first select a fighter then, during 
the Loading/Vs. screen, enter: Right, 
Right, Up, Down, Right, Rl, R2. If per¬ 
formed correctly, you will hear a bell 

RING. 


□PEn RLL LEVELS 

In ProQuest Mode, at the Level Select 
Screen, enter: Up, Up, Down, Down, Left, 
Right, Left, Y. 


GRRVITV TRICM 

TO CHANGE THE GRAVITY FOR HIT AMBIENT 
VEHICLES, WHICH WILL MAKE THEM FLOAT 
AWAY, PAUSE THE GAME THEN ENTER: Rl, 

R2, Rl, R2, Up, Up, Up. 


ZOmBIE FIGHTERS 

TO PLAY WITH A ZOMBIE VERSION OF THE 

fighter in Arcade Mode, first select a 

FIGHTER THEN, DURING THE LOADING/Vs. 
SCREEN, ENTER: LEFT, UP, RIGHT, DOWN, Rl, 
Rl, R2. If PERFORMED CORRECTLY, YOU WILL 
HEAR A BELL RING. 


□PEn nLL STVLES 

In ProQuest Mode, at the Style Selec¬ 
tion Screen, enter: Left, Up, Right, Down, 
Left, Down, Right, Up, Left, Y. 


nnOTHER GRRVITV TRICM 

TO CHANGE THE GRAVITY TO REAL WORLD 
GRAVITY, WHICH IS HALF OF WHAT THE 
CARS USE IN THE GAME, MAKING THEM 
BOUNCE AND FLOAT MORE, PAUSE THE 
GAME THEN ENTER: LI, Rl, Rl, L2, R2, R2. 


SRECinL moves 

Dave Mirra: Right, Up, Right, Right, 

Down, Down, Down 

Slim Jim: Right, Up, Left, Left, Down, 

Right 

Tim Mirra: Down, Up, Down, Up, Down, Up 
Ryan Nyquist: Right, Right, Up, Right, 
Down, Down, Down, Right 
Troy McMurray: Down, Down, Left, Left, 
Right, Right, Down 

Chad Kagy: Up, Right, Down, Down, Up, 
Right, Left 

Kenan Harkin: Right, Left, Up, Right, Left, 
Down 

Joey Garcia: Left, Down, Right 


OVERLUEIGHT FIGHTERS 

TO PLAY WITH A FAT FIGHTER IN ARCADE 

Mode, first select a fighter then, during 
the Loading/Vs. screen, enter: Right, 
Right, Up, Down, Right, Rl, Rl, R2. If per¬ 
formed CORRECTLY, YOU WILL HEAR A BELL 
RING. 


□ECRERSE TimE UUnRP 

To SLOW DOWN THE TIME WARP, PAUSE 
THE GAME THEN ENTER: R2, L2, Ll, Rl, 
Left, Left, Left. You can perform this 

THREE TIMES. 


□PEn micHREL jncMson 
nno frerw e. dene 

To open Michael Jackson and Freak E. 
Deke in the Arcade Mode, enter the fol¬ 
lowing CODE AT THE CHARACTER SELECT 


incREnsE Tims uurrp 

TO SPEED UP THE TIME WARP, PAUSE THE 
GAME THEN ENTER: Rl, Ll, L2, R2, RIGHT, 
Right, Right. You can perform this 

THREE TIMES. 


air »»> 
spaed >»» 
spine >»» 
balance »»> 
challenges 
ooaaon 

medals 

□□□□□□ 


<!> CHANCE ACCEPT 


STYLE 5 


sltmjim 


<t> CHANCE ' ACCEPT <& BACK 




Wm/JKfimWJ/ 


JJ _ 

— 



codes all formats 
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FULL RITimO 

TO GET ALL THE AMMUNITION, FIRST PAUSE 
THE GAME THEN ENTER: LEFT, RIGHT, CIRCLE, 

Circle, Circle, Right, Left. 


inVISIBILITV 

TO MAKE YOUR CAR INVISIBLE, PAUSE THE 
GAME THEN ENTER: Rl, LI, LI, R2, LI, LI, 
L2. 


PLRV OS O.J. H: 

To play as D.J. Professor K, you will 

NEED TO HAVE PLAYED TO UNLOCK Pi RAH- 

na. Then choose to play as Pirahna 

AND, WHILE SHE'S DANCING, ENTER: A, Y, 
X, X, B, Y. 


LEVEL SELECT 

TO CHOOSE A PARTICULAR LEVEL MAKE SURE 
YOU HAVE A MEMORY CARD AND START AND 
SAVE A GAME IN PROGRESS. Go TO THE MAIN 

Menu. Select the Resume Game option, 

SELECT THE SAVED GAME (ONLY HAVE ONE 
SAVED FILE) AND ENTER: UP, DOWN, DOWN, 

Up, Left, Up, Right, Down. If performed 

CORRECTLY, YOU WILL BE SENT TO THE SELECT 

Ladder screen and all Ladders and Lev¬ 
els WILL BE OPENED. 


QX!) 8 ( 0 &® 


rrce ns NLonon 

We know that this isn’t an actual 

CODE, BUT IT’S JUST SO DAMN COOL THAT 
WE HAD TO INCLUDE IT. TO RACE 4S 
Namco’s Klonoa, YOU WILL NEED TO 
complete Challenge #22, in Challenge 
Mode, in any difficulty and do it in 21 
seconds. 


mnximum rttributes 

TO MAX OUT ALL OF THE CHARACTER ATTRIB¬ 
UTES, go to the Options Menu, hold all 
FOUR SHOULDER BUTTONS AND ENTER: ClR- 

cle(x5), X, Triangle, Square. 


LEVEL SI-IIP 

TO SKIP TO THE NEXT LEVEL, FIRST PAUSE THE 
GAME THEN ENTER: UP, DOWN, LEFT, RIGHT, 

Right, Left, Circle. 


UnLQCM EVERVTWinCS 

TO OPEN UP ALL THE COURSES, PLAYERS, COS¬ 
TUMES AND BOARDS, GO TO THE OPTIONS 

Menu, hold all four shoulder buttons 

AND ENTER: DOWN, LEFT, UP, RIGHT, X, CIR¬ 
CLE, Triangle, Square. 


STEnLTH mUTRTOR 

TO UNLOCK THE STEALTH MUTATOR, ENABLING 
CLOAKING DEVICES, AT THE MAIN MENU 

enter: Square, Square, Circle, Circle, 
Square, Square, Circle, Circle. Select 
Multiplayer Mode and Stealth will now 

BE AN OPTION. 


FnTBOV mUTRTOR 

TO PLAY WITH THE FATBOY MUTATOR, AT THE 

Main Menu enter: Circle, Circle, Circle, 
Up, Down, Down, Up, Circle, Circle, Cir¬ 
cle. Select Multiplayer Mode and Fatboy 

WILL NOW BE AN OPTION WHERE YOU WILL 
BECOME FATTER WITH FRAGS AND THINNER 
WHEN FRAGGED. 


TO USE THE FOLLOWING CODES, YOU WILL 
HAVE TO ALREADY HAVE THE GRENADE 
EGGS IN ORDER TO OPEN THE MAYAHEM 

Temple where you will input the fol¬ 
lowing CODES: 


invincisiLiTv 

To BECOME INVINCIBLE, FIRST PAUSE THE 
GAME THEN ENTER: SQUARE, CIRCLE, LEFT, 
Right, Circle, Square. 


codes all formats 


Peathmatch 

Domination 
Capture the Flag 
Assault 
Challenge 


Deathmatch 
Rank: Champloi 


Matches Completed: 12 


itef 


HAMHG 


ntias 

ev/m 


r.tKINK 

spztn 

BTAnturr 

miens 


selects* 
Previous* 
Options t) 


www.gamersrepublic.com 

















































: i c M. Hobbs 

1. THE ORB 

orbvs terrarvm 

2. RADIOHEAD 

kid a 

3. YUTAKA SADO 

chabrier/ravel 

4 . MADONNA 

music 

5. VANGELIS 

blade runner 


V F*ooch 

1. DJ SHADOW 

endtroducing 

2. SCARFACE 

last of a dying breed 

3. FATBOY SLIM 

halfway between... 

4. SADE 

lovers rock 

5. BLACK EYED PEAS 

bridging the gap 


1. GEDDY LEE 

my favorite headache 

2 . VAST 

music for people 

3 . POE 

haunted 

4 . GHOST 

lost souls 

5 SCORPIONS 

berliner philharmonic 


1. LAPDOG 

near tonight 

2 . GHOST 

lost souls 

3 . GLEN PHILLIPS 

abulum 

4 . POE 

haunted 

5 . RADIOHEAD 

kid a 


1. U2 

all that you can't leave. 

2 . MADONNA 

music 

3. THE MINIBOSSES 

the minibosses 

4 . POWER STONE OS 

tetsuya shibata 

5 . MATCHBOX 20 

mad season 


What GR is listening to this month 













































music interviews 


S oming straight atya, here is the rest of our recent con¬ 
versation with Korn's Jonathan Davis. We talked a little 
bit about his music, current projects and everyday stuff. 
But the conversation kept coming full circle back to video 
games. It's a good thing, too, because otherwise I would¬ 
n't have an article to submit! Jon and the guys are beginning 
to lay new tracks for their upcoming album, and he is compos¬ 
ing original scores for two huge movie projects. Truth be told, there 
is a bunch of stuff he's in the process of doing, all on exciting and pro¬ 
gressive levels. I'm just not sure if I can talk about them. Moving along... 


Gamers’ Republic: You're the lead singer, but do you write all of the 
songs? Or is it a collaboration of the whole group? 
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GR: Pretty cool? Damn, it's hella cool! So, you’ve been playing the Dream- 
cast for awhile now. What games interest you? 

Jon: Jet Grind Radio is pretty cool. I really like the concept of tagging and the 
visuals are really cool. 

GR: Any other game you like or are looking forward to? 

Jon: I really want to see Quake III. Blowing mother f***ers up, collecting big 
f***n‘ guns and runnin' for your life. That shit gets me goin'. 

GR: When did you get your Dreamcast? 





Jon: I do most of the lyric writing, but it's the whole band together. Munkey and 
Fieldy write a lot of stuff together and Brian and me sort of group together. 
Then we bring our ideas together at practice and rip all the shit apart. No mat¬ 
ter who writes a song, it's split evenly. Everything is for the group. 

GR: The sound and vibe created by you guys has transcended many genera¬ 
tions. What do you credit the success to? 

Jon: We played a lot of live shows. Shit, we toured the States a lot. We built a 
big following and it just kept growing. Such demand came around that we were 
pushed into the mainstream by the kids. Them wanting to hear our shit on the 
radio, and the more they asked for it, the more radio stations played it. So, it's 
the kids. But the f***ed up thing is, when you get that mainstream success and 
attention and shit, they start bagging on you for it. And why? It's not really our 
fault. 

GR: It's funny too...the radio play, that is. Your music really isn't radio friend¬ 
ly. And I don't say that to say it doesn't deserve to be on the air waves, but 
that nothing like it was being played at the time. 


Jon: It's crazy. I never, ever thought this would happen, it’s pretty cool though. 


Jon: We did a show in Oakland, California and Sega was one of the sponsors. 
They gave us a system and the games that were out at that time. It was right 
around the same time it was released in stores here. 

GR: What game do you put in constant rotation? 

Jon: When I first got it? Probably Ready 2 Rumble. That shit is pretty funny and 
it plays really good too. I really like the different characters, like Afro Thunder. 
It's more arcade-like, but that's what makes it fun for me. Just jump in and go. 

GR: Well shit, man. Let's stop with work. Thanks again for giving us your 
impressions on the games and the PS 2 and Dreamcast. You have no idea how 
much we appreciate your time. 

Jon: Nah. Thank you. This was really cool. Should we play some games? 

GR: Absolutely! 

And the night went on. Just kickin' back, relaxing and playing a few games. 




Power Stone Original Soundtrack 

Label: Mars Colony Music £9 

Artist: Capcom/Tetsuya Shibata (composer) 19 + 

I confess that I sort of overlooked Power 
Stone when it came out for Dreamcast, so I 
really didn’t experience much of the game 
or its music. Thus, when I popped in the 
soundtrack and hit play, I had no idea what 
p— I was in for. Amazingly, I found myself lis- 
7 ' ”> tening to an incredible treat. Catchy, var- 

Pfc* ’ v Ml ied, and overflowing with sampled instru- 

J M mentation, this is one of the best sound¬ 

tracks that Capcom has done in years. 

Maybe the best part of this CD is its great diversity. While continuous¬ 
ly orchestral, rich and booming, the music runs across a great array of 
sound, from heroic to haunting, and ethnic styles. Appropriately repre¬ 
senting the global locales that the game takes place in, there are Asian- 
sounding tracks, with shakuhachi flutes and wood percussion, mystical 
Middle East tunes, and a fantastically catchy Latin beat. The one thing 
they all held in common was that after hearing each one, I wanted to lis¬ 
ten to it again and again, especially the Mutsu, Tong-An, and Dullstown 
Stage tracks. And it's not just the fighting stage tunes that sound great 
—even the ending themes and short fanfare songs reek of quality. I just 
wish they hadn't wasted space putting in those unnecessary voice and 
sound effect tracks and had extended the other tracks instead. 

That annoyance aside, the rest of this CD made me want to go out and 
play the game, which says a lot about the quality of a soundtrack; more 
specifically, it says that this CD is pure game music bliss. If you took a 
pass on the Power Stone game, do yourself a favor and don't do the 
same with the soundtrack. -C.Hoffman 


Street Fighter III: 3 rd Strike Original Soundtrack 

Label: Mars Colony Music 

Artist: Capcom/Hideki Okugawa (composer) 


mm 


Original 
Soundtrack ? 


*««?«• ^ . Much like the game on which it's based, 

|| -• -'$>■the soundtrack for Street Fighter III: 3 rd 

Strike is an all-around solid effort, but it 
-j 1 really isn't up to par with the best that Cap 

1 com can do. The music for 3 rd Strike is 

v / r ' i nothing if not unique, the sounds being a 

V ’ funked-up mix, predominantly consisting of 

: techno and hip-hop, with some ethnic fla 
soundtrack vorings tossed in to provide a different 

spice for each track (Asian sounds for Yun 
and Yang's Hong Kong stage, tribal beats for leggy Elena's Africa level, 
etc.). 

Fans of techno will instantly get into the groove, as the music doesn't 
even sound like a video game soundtrack: it could easily pass for house 
music at a club or a rave, and the fast, danceable music would jam at a 
party. The tracks are numerous and lengthy (OK, so the fanfare tracks 
like the game-over tune, are rather short and pointless), but they all sort 
of have a similar, repetitive sound, and none of them particularly stand 
out. Shortened tracks and more of them would have made for a much 
better experience, as the game on which the soundtrack is based offered 
three mixes of each BGM, but this soundtrack only scratches the surface 
with one mix of each. And Mars Colony, please take note: when you 
include a voice and sound effects collection, all it does is inspire me to 
turn off the CD before those tracks hit. Game music fans, if you want 
some happenin' techno for your next gettogether, go ahead and get this 
right away. For me, it's just a bit too repetitive and uninspired, despite 
its uniqueness, to put in my listening collection. -C. Hoffman 










NEW LINE HOME VIDEO 
DVD • 107 MIN 

RATED R 

Reviewed by Shola Akinnuso 


Tarsem Singh’s The Cell is visually *• • 11111 

extraordinary but probably the flattest 
piece of scripting you’ll likely see with ’ 
this sort of budget. Trying its best to 
have the gross-out appeal of Seven, with 
FBI investigations and a multi-action 
editing approach reminiscent of Silence 
of the Lambs , 77 fe Cell fails at being the 
suspense thriller champion it wants to 

be, but succeeds in being the first in a new wave of optically ambitious 
ways to view films as we know them. Playing with camera angles, altered 
time, colors, disfigured imagery, and many of the approaches only the most 
adventurous photographers would dare attempt, The Cell , despite its story, 
is actually an homage to art — and specifically the art of Salvador Dahli — 
more than any coherent story. With lackluster acting by Vince Vaughn and 
Jennifer Lopez, who cares about the plot anyway? It’s the mind-trip we’re 
after, and no matter how you felt about the theatrical release, The Cell on 
DVD, with its director commentary, revealing deleted scenes, and commen¬ 
tary on the look of the film (which is easily the movie’s biggest draw) is an 
immediate purchase for any aspiring filmmaker. Tarsem Singh revea 
passion on filmmaking, talks a bit on his appreciation of David Croi 
berg, David Lynch, and the impact of the deleted scenes, and if you’re 
ematographer at heart, you’re probably already pre-ordering this stui 
DVD as l type this. For the rest of us? You can 
pause on Jennifer Lopez’s... Get the DVD. 


CINEMATRIX DVD REVIEWS 


GLAD! 


GLADIATOR dreamworks 


C.opj. right «?■ 2000 New Line Pro 


TOY STORY 2 


SHANGHAI NOON touchstone 


paramount 


DVD Release Matrix: Dead Man, House of Games, Princess Mononoke, Road Trip (rated and 

unrated). Saving Grace, Seven (Platinum Series), Sid & Nancy, Small Time Crooks, Virgin Suicides 
The Art of War, Courage Under Fire, The Exorcist: The Version You’ve Never Seen, Godzilla 

2000 , 


Predator (DTS), The Siege (DTS) Hollow Man, Nosferatu, The Way of The Gun 


THE CUTTING ROOM FLOOR 


•Director Shinchiro Watanabe and master com- 
poser Yoko Kanno took a creative sabbatical in 
Hi l^^H Morocco with the production team of The Cowboy 
Bebop Movie, and according to producer 
- ^H Masahiko Minami, expect the movie and sound- 

1 V^H track to be heavily infused with some Israeli fla¬ 
il ?{ if^H vor. Says Minami, “The culture impressed me and 

K, f is going to have a great influence on the charac- 

Bb ters and the story of the film." 

'4 ^^H *Rick Berman says to expect interesting things to 
H Ilk happen to Data in the new Star Trek movie, tenta- 

H tively titled Star Trek X for a 2002 release. Those 

nasty Romulans will be making their big come- 
^■ back led by a baddie so great, according to 
screenwriter John Logan, that he’ll be the “greatest since Khan blew him¬ 
self up." 

• Unbreakable : The Trilogy? It’s possible according to Bruce Willis in a slip 
up during an AOL chat. Director M.Night Shymalan and Bruce Willis have 
tossed around ideas for a trilogy. Can you say, “Greatest Superhero Movies 
Ever Made?” 

•jada Pinkett-Smith joins the growing The Matrix 2 cast according to a 
recent interview with her on Oprah Winfrey. Gamers’ Republic has already 
reported that Jet Li is also part of this increasingly impressive cast. 

•WWF’s Chyna or Famke Janssen? According to online rumors, both femme 
fatales are in the running for a female Terminator in the upcoming John 
McTiernan (Die Hard 1 & 3) helmed Terminators with Arnold Schwarzeneg¬ 
ger. 

•David Hayter’s ( X-Men) Incredible Hulk screenplay is a go, and will focus 
on the origin of the Jade Giant according to an upcoming issue of Enter¬ 
tainment Weekly. 


cine 


THE GAMER'S GUIDE TO FILM 
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Should you wish to put pen to paper (or finger to keyi 

Fallout, Gamers’ Republic, 32123 Lindero Canyoi 
Westlake Village, CA 91361 USA (editorial@gam 


Dear GR, 

I am 15, male and living in Australia. 
And although I am not an 'aussie' I still 
care when Australia is not catered to. 
This happens a lot with video games in 
particular as we get all the TV shows, 
movies, etc. that you get but, and you 
may not notice this, we are largely for¬ 
gotten in the game world. If you do 
some research you would find out how 
many games (mostly RPGs) we miss out 
on, how we are the last for everything, 
we pay almost double for your games 
(thanx to the falling Australian dollar) 
and that we get inferior games to yours 
due to programmers being too lazy to 
port the games properly to PAL, and get 
games with borders and slower frame 
rates. I could go on all day! I thought 
this would go away with the next gen 
consoles but we got the Dreamcast 2 
months after you guys did and it only 
had 3 titles on release and no VMUs or 
other peripherals. We also received few 
and poor commercials for it. So I said 
screw this I'll wait for the PS2, but then 
I get backstabbed again. The price for a 
PS2 here is $75oAUS which is bout 
$39oUS. What's worse is the NTSC/PAL 
problems still remain for some games 
such as Ridge Racer 5 and TTT, at least 
the Dreamcast fixed this. At the time I 
wrote this (23rd, Nov 2000) with zdays 
left till our PS2 launch I have seen NO TV 
ads of any sort, bear in mind that they 
may come out 5 minutes after I write 
this but shouldn’t they do them like 11/2 
weeks before?? 20 years ago America 
and Europe were making games for the 
Atari 2600 while Australians were too 
busy making the boomerang! But now 
things are looking better cause more 
developers are starting up here but it’s 
taking too long. I guess I'll have to wait 
and see if the Xbox or Gamecube will 
correct this. I would like to see your 
thoughts on the subject. 

-Jason 

iason, 

So, the Aussies have bare breasted 
beauties on the beach, Fosters running 
out of spickets, can make young girls 
fly, put on the best Olympics the world 
has ever seen... but they don't have a 
strong video game industry? Crikey! 
Seriously though, Australia is a BIG 
place to have such a nonsensical prob¬ 
lem. I'm amazed that an opportunity so 


lucrative has gone unnoticed. Untapped 
markets such as yours simply no longer 
exist. We'll take it farther than this 
shameful reply and make sure to for¬ 
ward your concerns to some folks with 
the means to solve your problem. Just 
promise me, if we get you lot fixed up, 
you gotta' get me an hour or so with 
Kylie Minogue after a couple of those 
oil-can sized brews kies. 


Dear GR, 

Firstly, I would like to thank you for 
providing what I feel is the best 
electronic gaming journalism available. 
But then again you've been doing that 
for quite some time now (i.e. that 'other' 
gaming magazine). I'm just curious why 
it seems that in the industry things 
seem so damn political. I mean it's as if 
all of the video game companies are like 
political parties and consumers are so 
ready to join the Sony party or promote 
the Nintendo campaign and if I own this 
system then your system is crap. I was 
an employee of Funco, Inc. for nearly 
five years and saw so much of this 
behavior it was pathetic. Do people 
really just want to have one system and 
no other choices available? Seems 
kinda wacky to me, but then I like the 
first four Final Fantasy games, Shining 
Force, EWJ and Gunstar Heroes more 
than a lot of the games I've seen recent¬ 
ly. It just seems like gamers are shoot¬ 
ing themselves in the foot when they 
latch onto that "tunnel vision" system 
mentality. It also seems like the newer 
breed of gamers is, well...wimpy. I've 
seen numerous reviews panning the 
new Ecco the Dolphin game. This, to me, 
is absolutely criminal, and stop me if I'm 
wrong here, but I thought that games 
were designed to be challenging. It 
seems like "If it’s got great graphics, 
then it must be great...what, no, I don't 
want to have to figure anything out, 
duhhh." Well, anyway, if you've actually 
read this far, thanks and major domo 
for making GR a monthly event to look 
forward to. May the road rise up to meet 
you. 

-Chris 

Chris, 

You sound like us, spouting off about 
the state of much of gaming. I mean, so 


m * llHo* Bp 

a rmmm 

what if a certain manufacturer sells 
more systems? Great, congratulations. 
That doesn't mean their software line¬ 
up or hardware is any better. Today's 
consumers would buy a turd in a box if 
the TV said it was all the rage. The prob¬ 
lem is that much of our industry has 
become more about marketing and 
licensing than it is about making great 
games. The same thing has happened 
to music and cinema. In the old days 
they put a film in the can when it was 
ready, but nowadays, they're more 
interested in hitting a date than they are 
in the final cut. And how about music? It 
seems anyone can be famous, regard¬ 
less of whether or not they have any tal¬ 
ent. Again, if you package it right and 
market it correctly America will stand in 
line to buy it and, convince themselves 
that it's actually good. We have always 
feared the day when gaming would suf¬ 
fer this precarious fate but knew it was 
inevitable. Now that it's here we're only 
able to deal with it because, like cine¬ 
ma, and like music, there are those 
developers and publishers who still 
believe in content. The best thing to do 
is support them and be thankful they're 
not planning the next Grinch sequel. 
And keep playing those classics. I ran 
through Gunstar again last week and it 
was as sweet as ever. How about Castl- 
evania IV and SotN, or Yoshi's Island 
(SNES)? So many games actually get 
better with age. In regards to the latest 
echelon of gamers, it drives us crazy 
when games like Moto GP and Ecco get 
scoffed at. There is no reason to say a 
bad word about either unless you're shit 
at games, plain and simple. 

Dear GR, 

So I have this PS2 and I’m wondering.. 
Where’s the groundbreaking gameplay 
and graphics that are supposed to have 
Sega screaming? They should be cheer¬ 
ing! 

-A fan 

Fan, 

We feel your pain, some of the games 
don't measure up, but you must realize, 
the PS 2 's tricky, so the best is yet to 
come. It does have insane capabilities. 
In the meantime try 55X, Smuggler's 
Run, Time Splitters, Moto GP or RRV. 
They all show off the system's 
strengths. And...Klonoa 2 's coming! 











CALL SOMEONE 
WHO CAN HELP 






► Dinosaur, continued from page 63 

fresh dimension to the proceedings. Rather than choosing the 
path of least resistance, players are urged to explore and, if pos¬ 
sible, exterminate as many enemies as possible, and the areas 
are quite large. The diverse missions offer up clever new puzzles 
at every turn, as well as a sufficient graphic punch with effects 
like fire, fog, and water taking on highly realistic properties. The 
big, prehistoric-sized fly in the ointment (besides the constant 
streaming that makes your Dreamcast sound like a crazed wind¬ 
up toy) is, unfortunately, the frame rate, which chugs along like 
a silent movie much of the time. 

Overall, Dinosaur delivers where it needs to succeed as a pass¬ 
able companion piece to the film. It’s full of adventurous game- 
play, beautiful film segments and fitting classical music. It’s a 
shame they couldn’t lock it down at 30-fps. gr 






► Banjo Tooie , continued from page 76 

about having a certain ability, over the crazy timing stints and 
perilous jumping that I loved so much about Banjo-Kazooie. It's 
called legwork, and although it's done oh-so perfectly, it's just 
not for me. On the other hand, discovery is wonderful and as 
such, this is a fantastic game for anyone who digs the way Rare 
does it. The game is also chock full of mini-games. Blah. 

So if you're looking for the next jet Force Gemini (and I so am, 
I can't believe they cancelled Dinosaur Planet) or trademark 
Rare platformer, Banjo-Tooie ain't it. But If you're like me and 
the millions who must play every Rare game regardless, you'll 
be glad to know that they have made Banjo-Tooie a lot easier 
and more accessible than they did DK 64. They've set warp pads 
everywhere, so backtracking is now a lot quicker and easier, and 
the new bosses, while easier, are imaginative, technically 
astounding and (I know, it's hard to fathom how they can keep 
making them better) actually better. Another cool new innova¬ 
tion is the zooming feature, which is always at your disposal. 
Everyone knows how dialed-in Rare has the zoom and they've 
exploited it perfectly in Banjo-Tooie. You can examine anything 
within your line of sight down to the smallest detail from great 
distances. Of course, the writing is light and witty, with an 
emphasis on pop-culture and British humor, the music is fun and 
frolicky, and every last aspect of the gameplay from the anima¬ 
tion to the effects and control are pure Rare perfection. As puz¬ 
zle-action games go, this is the Rolls Royce of the category. 

So now with Banjo completing his run on the 64, one last big 
hoorah awaits, and it could be Rare's greatest game ever, 
Conker's Bad Fur Day. After the cancellation of Dinosaur Planet, 
I'd be lying if I said I wasn't a little paranoid about a game with 
a peeing squirrel in it, but I'm confident that Nintendo won't let 
five years of development go down the tubes. Beyond that lies 
the Gamecube and hopefully a return to games like Jet Force 
Gemini for Rare. What I wouldn't give to see Vela on the Cube. 
Stranger things have happened, gr 









































'PLEASE CALL FQMTjfLES 
NOTLISTED A80VfF* 

"NOW YOU CaPlAY ANY 
MPORT PSX GAMES ON U.S. 
j PSX SYSTEM W/PSX 
CONVERTER $19/WITH ANY 
GAME PURCHASE** M 


GUILTY GEAR I (LIMITED) 

1st blade zW 

*GUNE SPIKE 

ELDORADO GATE 2nd EDIT 
JUSTIC GAKUEN (RIVAL 
SCHOOL) 

CHARGE N BUST 

F1 WORLD GRAND PRIXII 

PHANTASX^GNLINE 


import 

; |9S£|j^ METAL SLUG X 
WKS KKM B BOMBERMAN LAND 

BEATMANIA BEST HITS $39 DRAGON QUESJ^ - ; 

SD GUNDAM G GEN. F 

® SUPER ROBOT WAR ALPHA 
GUNDAM GIRENS GREED 

10 Jrrft SPACE BATTLESHIP YAMATO 
DANCEDANCEREV.2nd$59 KmR|DERV3 


PRO BASEBALL LIVE WORLDWIDE, 
$65 SOCCER $39 


DAYTONA USA 200.1 
CARD CAPTOR SAKURA 
SEGA TETRIX 

SAMBA DE AMIGO VER2K 
SONIC SHUTTLE 
MARS MATRIX 

BIO HAZARD 3 LAST ESCAPE 
QUIZ OH! MY GODDESS 


GUNDAM GIREN S 
GREED $55 


iCE DANCE 
2ND MIX J 


TVDJ DRUM^UDITION 
$29 EDIT $79 


AMERICAN ARCADE 
$39 


US 

007 RACING 
WORLD IS NOT ENOUGH 
DRIVER 2 
MOTO RACER 3 
BUDE 

EMPERORS NEW GROOVE 
FINAL FANTASY 9 
DANCE DANCE REV. 3rd $59 BREATH OF FIRE 4 
WCW 2001 
CRASH BASH 
TOMB RAIDER 5 
SHAO LIN 
R2R BOXING 2 
MAH HOFFMAN PRO BMX 


All JPN WRE4S29 


DANCE DANCE REV $59 


US 

JET GRIND 
SHENMUE 

CAPCOM VS SNK 2000 
SKIES OF ARCADIA 
SONIC SHUFFLE 
UNREAL TOURNAMENT 
NBA 2K1 
HALF LIFE 

TONY HAWK PRO SKATER 
PROJECT JUSTICE 
RESIDENT EVIL 2 
PRINCE OF PERSIA 
VANISHING POINT 
TOMB RAIDER 5 


STEPPING 
SELECTION $39 


IMPORT PLAYSTATION 2 

GUITAR FREAKS 3rd MIX 
GREATEST STRIKER 
BLOOD OF THE UST EMPIRE 
TOP GEAR DEAD DEVIL 
BOUNCER 

DRUM AUDITION 2 
CRAZY BUMPS CAR BATTLE 
KENGOU 

DUD OR ALIVE 2 HARD CORE 
MOBLE SUIT GUNDAM 


NHL 2001 STAR WARS EPISOD 

KESSEN SPY HUNTER 

MOTO GP NASCAR 2001 

SKY ODYSSEY ARMY MEN 

X SQUAD TOP GUN 

UNRULTOURNMENT SSX SNOWBOARD 

SILENT SCOPE SUPERCROSS 

DYNASTY WARRIORS 2 DOA2: HARDCORE 

FIFA 2001 SMUGGLER'S RUN 

NFL GAME DAY 2001 A 


SAKURA WAR 2 $45 DANCE DANCE REV. 

CLUB VER. $55 


POCKET STATION $39 


PSX VCD ADAPTER $39 


1IG.0 $49 BUGGY HEAT $10 


-NOW YOU CAN PLAY ANY IMPORT 
N64 GAMES ON US N64 SYSTEM 
WITH N64 CONVERTER $15* 


SD GUNDAM EMOTIONAL JAM 


import 

SIN & PUNISHMNENT 
SyStJa CUSTOM ROBO 2 
ROBOT PONKOTTSU 
DORAEMON 3 
FURAI-NO-SIREN2 

CUSTOM ROBO 
$59 U5 

WORLD IS NOT ENOUGH 
HEY YOU PIKACHU 
SUPER ROBOT MEGAMAN 64 
BIG WAR $49 SPIDERMAN 

MICKEY S SPEED WAY 
WWF: NO MERCY 
BANJO-TOOIE 
WCW 2001 
R2R BOXING 2 
tES ARE IMPORT GAMES!! 


System Only 


EVANGEUON 
CRAZY CLIMBER 
MSVS MOBIL SUIT GUNDAM 
ROCKMAN & FORTE 
CARO CAPTOR SAKURA 
OIGIMON ADVENTURE 
MACROSS TRUE LOVE SONG 
UNGRIS5IER MILLENNIUM 
GHOULS & GHOST 
SUPER ROBOT BIG WAR COMP 2 
POCKET FIGHTER 
MSVS MOBILE SUIT GUNDAM 
HUNTER X HUNTER 


NEOGEO POCKET 

THE MATCH OF MILLENNIUM « 
SNK VERSION CARD CLASH 
CAPCOM VERSION CARD CLASH 
SAMURAI SHOWDOWN 2 
METAL SLUG 

MAGICAL DROP KING! 
PACMANBUSTAMOVE^^T' % 
BIO MOTOR UNITRON N£O G 
SNK GAL FIGHTERS W aua 
NE02I Amgf 
EVOLUTION mm 
COOL BOARDERS 
METALSLUG 2ND MISSION 
LAST BLADE 
OGRE BATTLE (JPN) 

ROCKMAN 8ATTIE& FIGHTER (JPN) 
DELTA WARP (JPN) j 

COOL COOL JAM (JPN) * 

KOF BAHLE DE PARADISE (JPN) 
COTTON (JPN) 

WE ALSO CAg 
NEO-GE^M 
PLEASE.CAIi FOR 


ROCKMAN & FORTE S39 


D.B.ZSJ2 CHRONO CROSS (3C0) $35 


DANCE DANCE REV. 2ND (2CD) FINAL FANTASY 7 (4 CD's)f$39 


RIGGER (3CD’s) $35 FINAL FANTASY 8 (4 CD's) $39 $.F. 3RD STRIKE (2 CD) $25 


SECRET OF MANA 3 $29 


VIRTUAL PRO 
WRESTLING 2 $39 


ROMANCING SAGA 3 $29 


CHRONO TRIGGER $12 FINAL FANTASY 9 (4 CD's) $39 


KOF 2000 (2CD's) $12 ZELDA 64 (2CO’s) $ 25 


PLEASE CALL FOR ANYITTIES 
HOT LISTED ABOVE 


COMPLETE LINE OF GUNDAM WING, GUNDAM F91, 

• MOBILE SUIT GUNDAM MODEL KIT -CALL FOR PRICE 

6" F.F. 8 ACTION FIGURE $10/eo 
8" EVANGEUON ACTION FIGURE $19/ea 
3" OIGIMON ACTION FIGURE $5/ea 
,5* ROCKMAN X, 8, MODEL KIT $I5/ea 


GUNDAM Wing (1-4) $12/ea. DANCE DANCE REV. 2ND (2(0) DRAGILA X $12 


.final Fantasy 8 Action Figures: $1 Oea> 


--- * ■ -I.,,' 1 ---SS?-*- ■: 

WE ALSO CARRY POSTERS,J#VELTIES ( WALL SCRCLLEl, AND GAME MUSlfc&PS 


PlayStation 




DBZ Super Battle Collection Action Figures Volume, 
1 -42 Price from SI 3 or up 


ORDER HOT LINE: 626-281-9282 


Dealer & Wholesalers Welcome! 

710-1 W. Las Tunas, San Gabriel, CA 91776 • Fax: 626-458-6845 
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Be Sure To Check Out Our New Web Site! 

WWW.CART-MART.COM 

in seu inline unit 

SONY SATURN N64 DREAMCAST SNES GENESIS NES 


Anime Nation . 109 

www.animenation.com 

Bandai Entertainment . 103,105 

www.bandai-ent.com 

Best Buy . 99 

www.bestbuy.com 

Capcom . 128-IBC 

www.capcom.com 

Cart-Mart . 126 

www.cart-mart.com 

CeNTERSEAT pi 

www.centerseat.com 

Central Park Media . 107 

www.centralparkmedia.com 


Enix 


www.emx.com 


Japan Video Games . 125 

www.japanvideogames.com 

Manga Entertainment . 111 

www.manga.com 

McVanns . 124 

www.mcvanns.com 

Palisades Marketing . 115 

www.palisadesmarketing.com 

Pioneer . 113 

www.pioneeranimation.com 

Planet Anime . 101 

www.planetanime.com 

Rockstar . 11,17,22-23 

www.rockstar.com 

Sega . IFC-i,4-5,BC 

www.sega.com 

Titus . 9 

www.titus.com 

UbiSoft . -38-39,54-55 

www.ubisoft.com 

Working Designs . 13-15 

www.workingdesigns.com 


ANIME/VIDEOGAME MERCHANDISE 

CD MUSIC SOUNDTRACKS . ARTBOOKS 
TOYS . MODELS . WALLSCROLLS 


“GET IT FROM THE PEOPLE WHO PLAY THE GAMES!” 

COMPLETE LISTING OF ALL MERCHANDISE 
ON THE WEB 


Cart-Mart 

2129 Wiley Blvd S.W. 
CedarRapids, IA 52404 
(319)396-3046 


Illustrated by Long Vo 

http://scroll.syste.ms 

SYNC is copyright 1997-2000 Long Vo and Scroll Productions 


NEW TURBO DUO 
NEW TURBO EXPRESS 
NEW TURBO GRAFX-16 

Guilty Gear X . Mars Matrix . Cannon Spike . 
Skies Of Arcadia . Grandia II. Shen Mue . 

Sin & Punishment. Ogre Battle 64 . 

Turbo Grafx 16 / Turbo Duo 
Anime Collectibles . Evangelion . Dragonball Z . 
Sailormoon . X . Gundam . Import Pokemon Cards. 

FF8 & FF9 Collectibles . Soundtracks . 

Action Figures . Wallscrolls . Plush Toys . Keychains 



























S o you think the Nintendo 64 has met its end? Think again. After playing one 
of the best raw action games in years, Treasure’s Sin and Punishment, we 
forgot all about our new systems and were reminded of just how important cre¬ 
ativity and masterful game design is over hardware specs and empty flash. 
Next month, we’ll bring you yet another Nintendo 64 game that reminds you 
why you love Nintendo—Paper Mario, or, as it is titled in Japan, Mario RPG 2. 
As you read this, Christmas will have come and gone, and the frigid cold of 
winter will have set in, giving you plenty of time to escape inside and return to 
some of the best games of the year. If nothing else, 2000 was interesting; check 
out what we thought of this past year in our giant awards feature. 
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Two monster corporations at war. One solution. 

A massive martial arts event, Millennium Fight2000, is organized 
to settle the score and eliminate all conflict between the two parties. Many of the world's most famous warriors have 
joined and the public is going mad with anticipation. Join over 25 brawlers from Capcom's legendary Street Fighter and 
SNK's world-renowned King of Fighters series' as they fight for universal domination. 

Capcom vs. SNK... the ultimate collision of strength and power. CAPCOM.COM 


Dreamcast 


©CAPCOM CO.. LTD. 2000 @CAPCOM : U,S;A„.INC. 2000 ALL RIGHTS RESERVED. ©SNK 2000. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO.. LTD. CAPCOM VS. SNK MILLENNIUM EIGHT 2000 is manufactured and distributed by CAPCOM CO., LTD. under 
license from SNK Corporation. SNK is a tradamark of SNK Corporation. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. The ratings icon is a registered trademark of the Interactive Digital Software Association. 
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VYSE THE LEGEND 




VYSE THE DASHING 


You’re Vyse, a Blue Rogue pirate. And a well-known ninny. Which sucks. So sail the vast 3D sky in your killer airship. 
Discover unchartered floating islands. Fight evil pirates. With 70 weapons and 36 magic skills, you’ll kick ass 
by the boatload. You’ll be captain of your own ship with 22 crew members 
You'll conquer the enemy nation. Then everyone will respect you and call you 
Vyse the Legend. Which rocks. Unless you don’t fight. Then you’re just a wuss. 


Dreamcast 
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